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Xll the excitement of a red fishing match 
and you don't have to get your feet wet'.:.. 

•| believe Match Fishing brings a whole new meaning to computer 
entertainment joining up to 8 players in an atmosphere of friendly rivalry 
and competition. Combining the power of the computer, its memory 
and speed of action with the skill and excitement of Britain's most 
popular outdoor participation sport. Match Fishing is the first of its 
kind in allowing all players to participate at one and the same time. 

Computer enthusiasts, games players and fishing addicts alike, I'm 
sure you will enjoy the excitement 
as much as I do.' 

Alligata Software Ltd 1 Orange Street. Sheffield SI 4DW Tel: (0742) 755796 
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Gamers of Aargon. via Ear 
thhase Argus, includes the 

from the world or games ^ 
depth review of Monolith's 
Quake Minus One which Is 
a giant, real-time action 
game that is sure to 



mer Games U a 
Games to Decern 
The Datasof 

will include Pole 

in which you 
redisplaying adv 
ed Alternate t 
Goonies, the i 
Spielberg film. 



t releases 
i Position II 
can build 
a fantasy 
enture call- 
leality and 
lext Steven 



Exodus — 
“Arlcies” Game 
of the year 

SdcenOy won'the oonver 
.Sforif-an "Eleotroi 

Gaines Design Award^ 
be Blvmwsd'exolusivefy 
t he E Mar?ransmission 

Gamer, 



when the Us”p 
pany closed*} 1 

operation tnav 

titles such as 
Mission D " 

repackaging 

favour 1 res ana 



wntheUK 
, marketed 
ocn as impossible 

G 1 old USt w^" be 

sj'S. BiegS 

ilea including ° uro 



Alllgata Knockout Tourr 
ment. Its an amazing mui 
centre incorporating 
Compact Disc player and 
cassette system that c. 
play up to 10 hours of oc 

Finally beware of oth 
so called games ma^azln 



SSTff, 

eferenoe uai additional 
im&lets describing the 

&£&&&£ 

mg materlal to o wl „ 
transmission* readln g 

^anyone considering 

ffig&sssyss 



For example 



icon-driven adventure. The 
Fourth Protoool which wae 
reviewed in depth in oui 

peared as an "exclusive' 



Computer Gamer 



can afford to i 
Transmission 



Thunderbirds 
are go! 



Eecaan’s 

Transmissions 



f msimsims 
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games 
04 and 



magnify, y wlre and save 
over 24 different features 
Including bumpers, chutes 
and flippers as you create 
your own pinball table. The 



"J6S 



a Including o. 
- Jeff Minter. 



ielps you build 3 ohord 
notes into your own 
musical creations. 

Adventure Construction 
Set Is a mamouth program 
that helps you design Ex- 
odus style adventures of a 
minimum size of 240 
rooms, containing S00 
creatures. The package In- 
cludes 30 musical themes, 
a library of 500 prebullt 



types of 

spells and 8 ready 
made games to practice 
Seven Cities of Gold is a 
sixteenth century explora- 
tion game which you are 
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Plus 




185 
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Commodore 64 Only £7.95 

BEST 3D ANIMATION EVER! 



JUST WHEN YOU THOUGHT 
IT WAS SAFE TO WALK 
THE STREETS 



PAWS 

Guide Selwyn the cat through the 
treacherous woodland, town and 
scrapyard mazes. Armed with vicious 
paws and a few other feline weapons you 
must battle past the likes of Bulldog Billy 
and his motley pack to collect your kittens 
and protect your home. 

• J j/to toufj/t ty ntMir/ivo (ffimo not 
to to ///fJM’ft. HOME COMPUTING WEEKLY 

PAWS £6.95 
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useful, but they anew— *' — 
"yes, but what does 
dear?” question t 
tounded onlookers. 

The manual is crudely 
esented, but the informa- 
..jn provided in it is of an 
extememly high standard. 
I much Drefer this type of 
) the highly 
utterly useless 



8S! 



manual 



Nobody should have any 
difficulty with understan- 
ding the system, either for 
the occasional dabbler or 

HAL P type ^fklng and 
listening computer. 1 can 
safely say that this product 
surprised me thoroughly, 
and I am very pleased with 
it. The package is totally 
comprehensive and you can 
have your computer 
shouting at you in no time. 
If you want to experiment 
with speech and speech 
recognition then rush out 
and buy c 
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Bet you can’t s/ts t \H when playing 

equip him 



Guide bouncy Thing' through this underworld fantasia searching for the armoury to equip himself 
carefully for the final encounter with the evil Toy Goblin. 




1 
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m COMPUTER SOFTWARE 



A FULL CRICKET SIMULATION WITH 
THE FOLLOWING FEATURES TO MAKE 
IT A TRULY “FIRST CLASS GAME” 

3 GAME OPTION, LIMITED OVER, ONE DAY, TEST MATCH, SELECT YOUR OWN TEAM, SCORE BOARD 
PLACE 9 FIELDSMEN ANYWHERE ON PITCH, CHOICE OF4 BOWLING TYPES, FAST, MEDIUM, BOUNCER 
SPIN, CHOICE OF BATTING STROKES, LATE CUT, GLANCE HOOK SQUARE CUT COVER DRIVE, 
OFF DRIVE, STRAIGHT DRIVE, ON DRIVE, PULL, BATSMAN DISMISSAL OPTIONS, BOWLED 
RUN OUT, L.B.W., CAUGHT, STUMPED, CAUGHT BEHIND. 

AVAILABLE DIRECT FROM TYNESOI-'T FOR £9.95 POST & PACKING FREE 
AVAILABLE NOW FOR THE C.B.M. 64 OTHER VERSIONS AVAILABLE IN THE NEAR FUTURE 
TYNESOFr COMPUTER SOFTWARE. ADDISON INDUSTRIAL ESTATE, BLAYDON. TYNE It WEAR NE’I 4/1 TEL: (091 1414 4611 
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The Computer Gamer 
Readers Club is a 
FREE club open to all 
readers of Computer 
Gamer. All you have to 
do is to fill out the 
form on this page and 
send it with an AS 
(minimum) envelope 
with your name and 
address on it for the 
return of your 
membership card — 
no need for a stamp on 
this as we’ll supply 
the postage. 

Send both the 
envelope and the form 






Gamers’ Club 
Computer Gamer 
1 Golden Square 
London W1R 3AB. 

What do you get out of 
it? A FREE news letter 
once a month with of- 
fers, club activities 
and news. The chance 
to participate in the 
Gamer Club ratings 
scheme, this is a 
scheme where by per- 
forming various tasks 
a member can fill up 
his membership cards 
with the ratings 



(rather like 

Scout /Guide badges). 
On completion of all 
tasks the person is 
awarded the Master 
Gamer Award — and 
can be very proud of 
himself indeed. 

But enough of this, 
fill in the form get 
yourself an SAE, bung 
our address on the 
front of another and 
dig yourself up a 
stamp. Then you can 
see what it’s all about. 




; . 1 r®r a .ns^.«- 

n W1H 3AB 

• Envelop* — OMLY S' 

is** 1 " 

tss&ST'i 

or COMPUTER OWNED 

‘ CCt88 M i; D S M .nTBBEST ABCADB.ACT.OB 

,OtJB MAIM 0 A A D “ ErJTU RK 
I STBATCOY 

'*••••••• OTHBbV**”™ do ou BUYS’ 

■August 1985 f I ^ KA ' T TYPE OF FILMS DO YO 
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Tony Hetherington takes an indepth 
look at Monolith’s giant, real time, 
action game as tries to stop the Robot 
Liberation Front. 
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nobiles, for along i 



for refuelling and 

mobile repair but also fight 
Invading mobiles. 

To the right of the screen 
Is the “keyboard" which 

functions aswell as calling 
'• ilay that 



Getting started 






ting positions 

strengths of your mobiles 
since they start each game 
In set positions. 



The Titan 
Complex 



controlling a 



plex. 



thlsls tl 



The Titan 
Computers 



control and Hermes. 



up the map display 
allows you to find j 
other mobiles and buy 
selecting one with the 
Joystick ; ‘ — *~ 



form which was carried out 
Although the computers 
still perform their original 

S grammed functions 
■ now have dlsasterous 
effects. For example Ares 



mobiles. Zeus, the com- 
mand oomputer, now 



in as well as some 



hooting 

“.This apart 

.1 being great fun will 

acclimause you to the 



for 



which was previously the 
monitoring computer wat- 

S for your attacks with It 
counter attack and 
perhaps even surround and 
rout the attacking force. 



The Mobiles 

Each mobile has a unique 



eight possible wea,._. 
systems. Consequently you 
will have some heavily arm- 
ed strike mobiles, with 

systems although onjy one 
offensive and 2 defensive 
can be activated at any one 
nent will be 3 or & weapons 



best 



_ a total of 

JO mobiles. 

A road map of the com- 
plex Is lnoluded In this arti- 
cle on which you can mark 
the opening positions of the 
mobiles and also to show 



The offensive weapons 



incorporate mines tha 
torpedos for long range 
targets. Ionic blasters to 
capture renegade com- 
puters and Installations. 
Also in your arsenal are 
fireball guns, missile pods 



shield to defend against col- 
lision and impact weapons 
and plasma shields to 



deflect ionic blasts i 



centering around the Titan 



weaponry at their disposal 



ween 2 and 6 road sections 
with obvious conse-. 
quences. For example, a 6 
way Junction Is strategical- 
ly Important but difficult to 



l.’i> 



Scattered along the length 



game. They broadly divide 
Into three groups, att--' - 
defence and utilities. 



a Installations 

also have the same ohoice of 
the mobiles weapons 
systems so don't be oaught 



The defenoe s; 



that sap your weapons 



The utility li - 

are involved In the produc- 
tion of energy (remember It 
was a power station before 
it became a battlefield) and 
Include fuel tanks and 
energlsers to refuel your 
fac G 

tories to repair damaged 
mobiles, self-explanatory 
cooling domes and quake 
"suppressors and a control 
tower that controls the 



„ D n oontrol of 

the whole road Including 
all of Its installations which 
you can then use against 
the enemy. To do this you 
blaster. However before 
you can do that you will 
have to take out perhaps 
other Installations, for ex- 
ample a conducting column 
that would neutralise your 
blaster. 

As there are strong 
mobiles and weak mobiles, 
there are strong and weak 

installations that ; 



, its i 






placed. For example It 
would be difficult to attack 
a tower if It was surround- 
ed by a conducting column 
and a magnetron since even 
firing a long range weapon 
(a torpedo) from a safe 
distance may have 
disasterous consequences. 
Such tactics may result in 
the accidental destruction 
of a quake suppressor 
which would reduce your 
10 hours in which to com- 
Plet^oi 

e^as a well placed 



How to win 

They key to defeating the 
ELF Is the same as any 
other game. That is you 
must first know your 
enemy, discover is strength 



1 th its reinforcement 



scouting trips to see the lie 
of the land. 

It is important to prac- 
tice the assault of roads as 
some don’t have towers 
controlling them. Instead 
they have road Junctions 
(that must be captured 

before - 

through 



°or ?itan 



is inaccurate it does 

convey what Is happening 
particularly the important 
Fact that although the 
enemy out number you 4 to 
1 they can still only move 
one mobile per “turn”- 
Since Quake-1 is a real- 
time game its turns are a 
measurement of time. For 
example if you moved a 
mobile down the games 
longest road it would take 




.3 seconds 

Don't panic about hav- 




s quiokly^v 



Conclusions 



victory. 

The entire renegade 
threat is controlled by 
Zeus. Every "turn” Zeus 
examines the situation and 
decides whether to let Ares 
attack you or allow 
” — bolster up 



„ie end of a sue- 

.jssful game the battle will 
be fought between only a 
handful of mobiles. 

The important thing is to 
activate the weapons 
systems in as many 
mobiles as possible as 
quickly as possible as if the 
need arises they will defend 
themselves, but only if they 



shooting anything u 
moves. Gradually you i 
about the c< 










enemies forces that will 
allow you to plan a cam- 
paign against the ELF to 
win back the Titan com- 
plex. The games graphics 
and accompanying music, 
titled the Titan March, help 
capture the atmosphere of 
the battle and will ensure 
that mobiles are kept mov- 
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RUN FOR YOUR 



WITH 






Dodging the crumbling masonry you must combat 
giant spiders waiting to entwine you in their deadly 
webs. But are you accurate enough with your blowpipe 
to face the final conflict? 

Hiere are 4 levels of difficulty spread over 3 incredibly 
detailed 3D scrolling landscapes and should you be 
- caught out, the end you face is definitely not for 



Realistic sound adds to the thrill of the 



FREEPOST, Bath BA2 4TD. 





mm 




PH ,1 L □ D jP 






i j / 
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THE GREAT ALUGATA 







Alllgata Software are offt 
ing you the chance *" ”*- 
fantastic Mltsubl 

a er, but you’ll 
i for It. 

"We’re looking fo 
tenders to fight for t 



thlnkup a name for a Box- 
tiebreaker. The name you 
select should be amusing 
and original and should 
describe your style of play. 
A few examples — 




First prize Is a fabulous 
Mitsubishi DP 107 Compact 
disc player plus a System 
80 tape deck that can play 

tinuously. The total price is 
worth over £750! 

The CD player offers 
superb stereo sound void If 
any distortion caused by 
dust and dirt. The system 
reads the disc to produce 
superb sound. 

The system 80 tape deck 
allows the user to program 

tlnuous music from any 7 
audio cassettes, or If you 
only want a single traok of 
a single tape then the 
system will find It for you. 

Runnersup 

The other seven contestants 
won’t leave empty handed 

goodies bag full of Alllgata 



25 copies of 
Match Fishing to 
be won! 
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(Knockout), 1, Gc 



Square, London 



Closing 



^ 5 ""— 1 '■ 

- 


■ 




43 - 


■ 
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' 








The Sinclair Spectrum hae 
been the focal point of the 
British software Industry 
for over three years. Since 
the early "fruit machine" 
days the standard of games 
has Increased Immensely. 
Consequently this selection 
‘ ‘-3t the games that I 



22 





SPECTRUM 48K 
AMSTRAD 464 

£ 9.95 




GARGOYLE GAMES LTD., 74 KING STREET. DUDLEY, WEST MIDLANDS DY2 8QB 
Telephone: (Sales) 0384 238777 (General) 0384 237222 




SILVER RANGE 











is believing 



£ 2.50 each 



Cj} FIREBIRD SOFTWARE, WELLINGTON HOUSE. UPPER ST. MARTIN'S LANE, LONDON WC2H 9DL TEL: 01-379 6756/5626 







COMMODORE 64 







_ escape from U» g< 



fast recently. A lot of people 
will be picking up their 
Remember to get a Beta 
Rating you must be a mem- 
ber of the club and have a 
hint or tip published. You 
can either apply at the time 
quoting your membership 
number, or you can apply 
later stating which issue 

an SAE. I would reocom- 
mend the latter, as it could 
be a waste of a stamp on 
your SAE If your tip doesn't 
get published (however, if 
you are that confident . 
When we get that info. — 
will get your mur u — 
afterBeta Rating. 



The Staff of 
Karnath 

Here are a list of spells you 
can use and what nasties to 
use them on: 

FORTHRIN - Dragon, 
ghosts, bats, knight, vam- 
pires. flying axes, small 

IBRAHIM — L ' 
green spiders ar 

^HJWDBIN — Carpet. 
OMPHALUS — Shield. 
STOLY — Force-field. 
YEROBAS — Skeleton. . 
KNOSSUS - Python. 
AEULUS — The flames ii 
the Great Hall. 

BARACATA — The obelisk. 
MENHIR — The staff. 



Daley Thomp- 
son’s Decathlon 

If, on the long Jumj>, jrou I 

close to the right hand side 
of the take-offline, you can 
score a jump of about 70 
metres. 

Manic Miner 

To have up to 255 lives on I 
the Commodore version, | 
wind jjast^the^loader of the , 

game as normal, and when I 
the first part of the pro- I 
' as loaded * c 



To do this, command^gan- I 
' Thorin to CARRY I 



International 

Soccer 



— „ie penal- 

at 45 degrees 

and the goalie gives a 
useless straight Jump and 
you have scored. Using this 
method I managed to beat 
level 9,4-0. 



Tim Love’s 
Cricket 



Mi 

yo 

his 

Sh 



The 

Hoi 



s Si 



lng. T. 
clothe: 



SB 

that y 
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load the 
the pro- 



caUSy 



u 




I the ball 
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Mike Roberts presents your hints on A 
your favourite games and includes L. 
his own tips for the Rocky Horror 
Show. 



The Rocky, 
Horror Show 



beam puts you 
freezer, if Eddie is 
then there will be _ 
button on one of tl 
ders, climb it and press the 
button. If Eddie has thawed 
considerably, then you 



S ou get ‘do not press this 
utton again' appears, 
a the button again and 



S t 



_ zapped into the Yin- 
Yang room. The only exit 
from this is via a locked 
door, but as there is a key 
in there then there should 
be no problem. This is a 
very good short out for get- 
ting back to the stage to 
deposit your de-medusa 
component. 

Remember send your 

KSS,'®* 1 " 

Computer Gamer 




All you have to do to enter 
this fantastlo competition, 
Is prove that you could 
teach Paul, to play the 
Broadstreet game. 

To do this, simply 
answer the six questions 
below which test your 
knowledge of the game. 
Then write your answers 
on a sheet of paper and In- 
clude it with the coupon 
below and send It to: 



The Questions 



1) How many people a 



2) What make of car doe 
Paul drive In the game? 

3) Where do you go one 



All entries must reach 
by the 9th of August. 

If you haven’t al 



already Justice Pub? 



/ Al off "Give My Regards to Street, London W1R 70B 
i Broadstreet". Tlok as required. ■ 

/ To take advantage of this Speatrum version (RRPl 
I offer simply fill In this £7.99) £6.99D 

coupon ana send it to: Commodore 64 version! 

Broadstreet offer, APS, (RRP £7.99) £6.99D 
Liberty House, 222 Regent I 
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DOMARK 




H A VIEW" A Kill 



the Computer Hamf. 



[ 1985 



204 WOrpte Road, London SW20 8PN. Tel: 01 -947 5624 Telex: 894475 G 



YOU will become 

James Bond 

n his first arcade/adventure 
ivailable on Spectrum 48K, 
Commodore 64, and watch out 
for Enterprise 64, Amstrad, 
MSX and others 



OROER YOUR CC 



DO 



! Oorrahc itu . 234 Wo r 
London SW0 8PN 
telex 894475 Q 



ADDRESS 
COUNTY 
“tease wncr 



is postage and packing) 



Please debit my CREDIT CARD □ Signatun 



I I I I I 




I 




Battle your way to three enemy bases. 
Do you have the courage, stamina 
and skill to become a Game Lord? 



£ 7.99 

SPECTRUM 48K 




From 





mumm 



The Competition 

Opposite you will find a 
grid that represents the 
screen as used by the game 
Magic Mushrooms. Each 
square represents a soreen 
location that one of the 16 
blocks can be put into, the 
blocks are either — 
slides, ladders, i 




Superman IV and Star Trek 



n. Summer Games I . 

Max II, Pole Position II. 
Boulderdash II and Lode 
Runners II and m! 
success Is Beach-head II 
whloh 



forces and prisoners of w 
and retreated far into t: 
Jungle of 



Players will also be able to t; 
construct their own booby B 
traps to snare each other as 1 ' 
they search for the map. H 
warhead pieces, shovels, H 
snorkel and wrench all of B 
which are needed to find, j 
unearth and construct the ■ 
warhead and brmg it to an E 
awaiting escape submarine E 
before time runs out and E 
the island volcano erupts. B 



destroy their fortifications. 
There are four parts to the 
game and players can adopt 



drawal of CBS from th_ - 
ware market US Gold hi 
dutifully stepped in to snap P 



the UK right to many Epyx E 



_ie option for 'head t 

head’ play, good speec.. 
syntheBis. great sound ef- 



..;les and will be launching ¥ 
Summer Games II and® 
Winter Games later this® 
year. If you liked Summer H 
Games then you'll love theE 
sequel which offers eight® 
new Olympic events in-B 



the kind of 



three provide 1 

oomDetition. All eight i UT t£ 
events can be played by up Is- ■ 
to eight players! There ars I 
new openings andfi 



55unfiy'% Beyond Soft- 
ware who-'""-’ “ — 

Spy-vs-Sp . 

Caper under 



Spy-vs-Spy: The Island 



i label later this 

year. In the Island Caper 
the two spies are this time 



high stand 

sprite animation that so j Hal 
characterises Epyx pro- ) exfc 

Staying with Epyx for a cur 
moment, for all you bud- 1 you 

■ Frans Klammerslgan 

5 Winter Games, ’s you 



The 1985 Summer Con- 
sumer Eleotronios Show 
(CES) reflected the change 
n emphasis that everyon- 



w hardware. Some ei 
hibitors, like Electronic 
Arts, decided against f 



i. Just 
ih theli 



le players in 
rating on so called 'pro- 
luctlvlty' software, there 
vlll still be enough games 



oourteBy of such notables 
as Activision, Epyx, Ac- 
"roderbund, Elec- 



c Arts, First Star and 
w idea 



looks like becoming the 
year of the sequel! The soft- 
have contracted the same 
■bug' that the film world 
has been suffering from for 
a number of years . . 



Dave Bishop 
returns from 
Chicago with 
the latest 
news. 



*>o 





/Irf/ fgTTTTTTTTTTTT 
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I no game guile like it! No 
1 seriously folks despite the 
name this is destined to be 
a real hot one. Featuring 
six events including The 
Ski Jump, Figure Skating, 
I Bobsled. Hot Dog Arlels, 
Free Style Skating and The 
Biathlon. The Bobsled puts 
I you right where the action 
is . . . in the hot seat . . . 



course. 

really difficult if you 
control your form in man 
off flight and landing. . . 

[ don't play unless you've 

r a head for heights. All 
all Winter Sports Is a 
[ high quality cousin to Sum- 
mer Games and if you like 
one you'll like the other. 

No one loves getting wet 
more than a duck-billed 
I platypus! So if you want to 
, make a platypus happy in 
'Wish bringer', Infocom’s 
new interactive magic 
adventure, Just type in a 
magic spell: 'PICK DP THE 
MAGIC ROCK AND THE 
UMBRELLA. OPEN THE 
I UMBRELLA. THEN WISH 
FOR RAIN’. 'You'll be glad 



on your side’. Wishbrlnger 
is packed with sorcerers, 
kidnappers and even a 

wish. True to 

should keep all you disk 
owners happy for months. 
By the way if you’re having 
difficulty with Hitchhikers 
then write and tell us about 
your problems! 

Another follow up due 
out soon is Broderbunds 
Champion Lode Runner 
featuring 50 of the most 
dastardly screens sent in 
by sadistic owners of the 
original game. Ariolasoft 
are releasing it over here 
and they are holding a com- 
petition to find the best UK 
designs which will be in- 
cluded in the program. And 
if that wasn't enough the 
saga continues with Lode 
Runner's Rescue (original- 
ly called Lode Runner’s 
Daughter but wisely 
[renamed) whloh is essen- 
tially 3D Lode Runner with 
extras like waterfalls and 
fast flowing rivers whose 
ourrents irresistably carry 
you to those places other 
games cannot reach! When 
you pass behind a wall or 



tower your runner disap- 
pears from view making 
things somewhat tricky 
and one of the 45 excellent- 
ly designed soreens is com- 
pletely masked by a brick 
wall so you have to rely en- 
tirely on sound to succeed 
. . . And if you are one of 
those freaks that takes all 
this in your stride there's 
always the 3D construction 
set which allows you to 
create your own screens. 

Activision too have been 
busy preparing some in- 
teresting new ditties to 
follow after the record 
breaking Ghostbusters 
whose author has created a 
new 'thing' intriguingly 
called ‘There's someone Uv- 



presence of mischievous 
unseen forces which in- 
habit computers and ooca- 
inexplained 

little oomputer people liv- 
ing inside, and each seemB 
to be different in ap- 
pearance, habits and 
lifestyle'. In a Cabbage 
approach to soft- 



computer. Racing Destruc- 
tion Set is an up market 
version of Fast Tracks with 
the added attraction of a 
split screen allowing head 



pins, hills and one of three 
types of surface: ice, dirt or 
paving. You can even con- 
trol gravity, the graphics of 
the background and the 
sound effects. This pro- 
gram has enough to keep 
you going for years! 

Sadly the most exciting 



one sold will conuain a cui- 
ferent person with different 
characteristics! 



Tracks: The Computer Slot 
Car Construction Set. Fast 
tracks is good clean fun 
from start to finish (excuse 

modes as follows: 

Mode one allows you to 
piece together your own 
customised track selecting 
from 21 different com- 
ponents including dips, 
underpasses, curves, 
turns, loops and switch 
tracks. You can also design 
your own slot car. . . it's 
just like computerised 



case you loose your bottl 
and want to take out thi 
nasty hairpin bend. 



up scrolling o 
is the action . . . 



catalogue of body 
defences and then pit them 



1ST I98S 
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Dear Computer Gamer, 

I have completed Epic’s 
brilliant adventure — 
Wheel of Fortune for the 
BBC Micro. Here are some 
useful hints and tips. 

1. To move the 8NAKE out 
of the path near the China 
8hop simply TAKE the 
BASKET and PLAY the IN- 
DIAN PIPE. 

2. To get past the CHARM- 
ING BIRD south of the Far- 
mhouse — Ohina Shop T 

S iction TAKE the MUSIC 
X and OPEN It. 

3, To get rid of the TROLL 
from his cave entrance GET 
the BASKET WITH THE 
SNAKE INSIDE and PLAY 
the INDIAN PIPE but make 
sure you LEAVE the 
BASKET outside his cave to 

S him returning. 

Ewing 



stop h 
FyfeE 



, ojt the — 
my oollectioi 



lwu quoav Objects (OfhlT 
and Drapnlr) but, although 
I have searched through 
each location which I have 
visited, I can’t find any 
clues to help me find the 
many other locations and 
quest objects. 

I would have written to 
Legend if they had put their 
address on the software 
package, but as they have 
not, I thought that, seeing 
your address, you might be 
able to help. 

with any available informa- 
tion? 

Yours faithfully, 

Gregory McKernon. 



Jump and tl 
whole trek through the 
marshes Is your weapon in- 
to more mountains of hell. 
2) To get Ofhir, enter 
Kranks Hall, 1'”’ v 



north w 



wear the helmet. 

4) To get Drapnir, drop 
Ofhir then go east from the 

S ts of hell and then Jump. 

immon hell and then go 
north and north then get 
someone strong to open the 
chest. 

S) To find Kelstrong, go to 
Then search for a cup- 
board. 

6) To get Skornlr, use Ofhir 
to get into Midyard, then 
Jump and start looking for 
an “unobvious" way out. 
The clue in the manual 



mpLim 

Marion Champion helps out 
adventurers stuck in 
Legend’s Valhalla and 






ADVENTURE 



out 



iually, du( 
r Oygax'l 
Wng gam. 
^Drag ons- 

igby night 
■o a supply 
s possible. 

l u Hi 



Dear Marion. 

I was so pleased upon buy- 
ing your mag that you 1 

included some pages r '- 
more adventurous 
I oomputeror's. although- 

usually only P have' half 

otr.r ’ 

. I have never really 1 
arcade programs with 

coeption of Manic Ml 

1 1 was very pleased to see 
gour reviews 1 — graggi, 

only seem to review one 
adventure every month. I 
-lust admit an ulterior 
lotive for my grovelling. 

I have a copy of Sherlock 
Holmes, Melbourne 
House’s excellent detective 
game, After having difficul- 
ty in getting to Leatherhead 
I now must prove Ffoulkes 
I Innocence. I have managed 
to find Slater Street and I 
confession from 
.8 of his addiction to 
opium. My problem is what 
"“o I say to Lestrade to pro- 
a Floulkes innocence. 

X would be most grateful 
if you could possibly help 
me. I managed to get to this 
stage in a week. I have now 
had the game for two mon- 
ths. If you cannot give me 
the information perhaps 
you would be good enough 
to tell me where I can get 
the cheapest bottle of 
Yours sincerly, 

Lee Knightley 



1 cannot get the cabbie to 
irive me anywhere. I am 
iware that Doctor Watson 
speaks to you about two 



Monday 






causes awful confusion. 
"CLIMlS’lNTO CAB” 

Before you request your 
destination it is advisable 
to strike up conversion just 
to make sure that the cab- 

which is unlikely since you 
have just climbed into his 
cab but just to make sure, 
si® TO CABBIE'’ 



iUST 1985 




UPDATE, 






Thinking of joining a PBM game? Then let 
Ken Mulholland (GM of Starglobe and 
Globemaster of Time Patterns fame) guide 
you. 

moderated games can give 
you a wealth of detailed 






Joining a PBM 
game 



e and you should be I 






pi's 



illy a game shared 
^ large^ number of 

through 'Game Control’ by 
means of written orders 
sent in and printed results 
returned to them. The ma- 
jor advantage of this type of 
game Is that you are play- 
ing with and against other 
real players, — ‘ *™ * 
computer (or 
cassette games. Another ad- 
vantage Is that hardware 
requirements are minimal 
or non existent — you don't 
need your own computer — 
so there are no compatibili- 
ty problems and often you 
are playing on a quite 
sophisticated computer 
owned by the play by mall 



teractlon with the other 
players. They do tend to 
suffer from their 

be subject to hardware and 
software failures leading to 



(that' 



:able injus 



game ^charges range f 

almost two pounds per 
Some games r’“ 



have extras at extra i 



game you can feel that you 
are getting fair play. A lot 
of people playing hand 
moderated games . J 



butth 



skill of the up feeling that the g 



Your Initial considera- 
tion will be: what sort of 
game do you want to play? 
There are many games 
available and they tend to 
break down ’ 



— jentlal part of i 

game and thus really p^_ . 
of the turn cost. To attract I 
new players, most games I 
houses have Introductory I 
offers which are to the ad- 
vantage of the player In 
that he can play for a while I 
‘ s (or nearly free) and 






ie likes 



. before 



e i based fantasy woi 

adventures (Keys of Bled, 
Craslmov's World), 



a (War 



amateur games these are 
still quite common, but 

slonal games. Computer 



World, Tribes of Crane), 
space exploration 
(StarGlobe, Star Master, 
Universe II) and stylised 
spaoe combat games (Star 
Web, Globemaster, 

Lord). Many other 
amples exist, all with their 



Master, of rules 



Having picked „ — 
game, you send off for your 
introductory package. 
What you receive baok and 
when you receive It can 
vary from game to game. 
Some games send you a set 
an Initial ques- 
tionnaire. Other jam:" 
(those for which there a. . 
free turns)^ will often 
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\ D VENTURE 




IT you were a fee paying 
player. This is the critical 
time for your involvement. 
Some games are difficult to 
operate from the players 

e t of view, you may 
! to fill in lists of weird 



„ d allowing you 

reply in the same 
language, but although 
computers won't make 
mistakes, they are not as 
versatile as human 
operators and so responses 
have to be kept simple. 
However, at this point the 
feeling of joining an adven- 
ture can be very real: I can 






need it as the QM grapples 

tualltles and software 
failures! The established 
- ie will run smoothly 
a little to go wrong, but 
often have a cadre of 
experienced players out to 
&ewbie and take advantage 
of his inexperience. This 
will appeal to th- -- 
like a challenge. E 
ed games will have 
who may lack fre 
“■■'r approach but again 
1 established games 
n have fan clubs who 
produce 'fanzines’ (often 
available through game 
control) and who organise 
information swapping and 
en arrange meetings, 
so note that an establish- 
game or games house is 
is likely to fold than a 
w game. Level of prloe is 
; important here; few if any 
operating at a very pro- 
fitable level (which would 
probably be £2.60 per 

e) and so a really aheap 

_ e indicates a desperate 
attempt to break in. The 



game is establishe 
^ Another factor 



or in judg- 



has invented. The scenario 
should be interesting and 
rich in detail and this re- 
quires a reasonable level of 
research and intelligence 
on the part of the GM. 
Watch out for GMs who 
think that style, detail and 
even spelling are not impor- 
tant — these things ARE 
important and if you are 

SffiVS 



thesi 



o proper s 

■ays* 



adventures. 

Your level of contact 
with other players will vary 
according to the game. 
There is the contact with 
the game itself as your 
game oharacter/organisa- 
tion/entity fights or trades 
or whatever with the other 
players' characters eto. But 
in addition to this there is 
often direct oontaot bet- 
ween players. Useful infor- 

* — and background 

— w e exchanged, 



details o 

false information , 

about, unsuspecting gulli- 
ble types can be lured into 
traps, alliances can be 



SiSS 



Another game 

be played at PBM, tl 
called 'Get the um , 

got unjustly zapped or 
whatever. Anxious not to 
lose a paying customer the 
GM tries to meet your re- 
quest — quite a lot of ad- 
vantage can be got this 
way. This activity can have 
Interesting side effects. 



know that within most 
PBM players there is a bud- 
ding GM trying to get out. 
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IDungeon 
IDressingj 



Gordon Hamlett takes up 
his sword to present 
another helping of Dungeon 
Dressing. 



To sum up this mini- 
series of artloles then:- 
1. Decide on your storyline 



ready, but absolutely r 
structure to the story. 

The next stage is to sub- 
divide the main plot into 
several miniplots, each of 
which will be further sub- 



left with specific occur- 
rences eg walk ten paces 
north and dig. 

For example, the pirate 
adventure could be split as 
follows:- 

A. Assemble crew 

B. Sail to island 

C. Get treasure 

D. Return home 

and A could be subdivided 



A3. Get crew 
A4. Set sail 

A2 could be further split 

A8.1 Steal money 
A2.2 Go to port 
A2.3 Hire snip 
A2.4 equip ship 

Eventually, you will end 
up with a series of events 
which give you your 
storyline^ In chronological 

go away and prepare your 
map of the various loca- 



remember them for i 



Fantastic 

Features 






sorts of shapes and 
This immediately i 
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westerns. The 
sword which has 
i edges tapering to a 
r — a compromise bet- 

ween the first two methods 
in that you can use it for 
both cutting and thrusting 
while the fourth method 
using a two handed sword 
such as Conan uses, can on- 
ly be described as an 
almighty swipe. Certainly, 
if you make contact, you 
will do an awful lot of 
damage but it is worth 
noting the following points. 






Apart from the blai 
the other constituent p_. - 
of a sword is the pommel 
which is the handle of th- 
sword, and the bits put c 
to protect the user's ham 
Possible ^ features hei 

explaining a P feature of tfie 
sword when deciphered or 
a space on the pommel 
where a jewel or similar is 
missing. What happens to 
the sword of the jewel is 
replaced? Perhaps if the 
sword is held by the blade 
instead of the handle, the 
pommel is shaped like a 
crucifix and can be ui ' 
ward off vampires etc 
Swords can take 
whole new set of properties 
if they have a magical abili- 
ty. This can range from a 
mundane combat bonus . . 
the esoteric such as poin- 
ting to the nearest treasure 
(or trap). A dwarven sword 
may refuse to attack a 
fellow dwarf but give a hef- 
ty bonus against goblins — 
the dwarf's natural enemy. 
Consider also using a curs- 
ed sword. Once picked up, 
it is impossible to put down 
until the curse is lifted with 
a spell. Curses may take th 
form of a blood lust i.e. yo 
automatically becom. 
engaged In combat with 
every creature you meet, ( 
an insatiable desire to ci 
every bit of rope you see. 



frequent object found 
in a dungeon, after the 
lamp, is the sword. Nearly 
all of the time, its sole use is 
in offence/ defence so I 
decided to have a look this 
month and see if its func- 
tions can be expanded. 

The first thing to realise, 



irry anythingels 

hleld or lamp. Winding 
ourself up to launch an st- 
ick is a very slow business 
nd an opponent may be 
ble to get in several st- 
icks and dodge ou " 
ray. Lastly, you r 



gest at least twenty fe 



ne, take a 






n ali 

tely allows 

you your first variations. 
When was the last time you 
came acrosB a sabre or epbe 
in your adventure? Try to 
get away from the ubi- 

S ;ous elven long sword. 

type of sword you find 
may suggest^, future oppo- 

There are four main 
methods of attack using a 
sword. The thin duelling 
swords suoh as a foil or 



can only be used f( 
ing a victim as in the three however, 
musketeers. Curved sw( ' • • • - 









local museum a 

swinging it round your 
head. 8o, no more using it 
in twisty little passages. 

The classio story concer- 
ning different types of 



,n encounter 



Heart £ 

boasted that whilst 1 

handed sword could easily 



chop through an iron pole, 



pie job of cutting a cushion 
“ '-sk to which his sword 
admirably suited. Now 



him find a blunt 
rone^inglna p ' 



Sources of 
Inspiration 



After my request for sug- 
gested reading material, 
Ian Drquhart of London N9 



(published by 

Penguin) which he ra 1 -- 

the Rings and Dune a 
which he would like to see 
game. Well, that's a pretty 
heady claim, Ian, what 
with LOTR effectively being 
the adventurer's bible. We 
people think. 

I have just started t._ 
Belgariad series by David 
Eddings which come highly 
recommended. I shall let 
you know in a future ai ~ 
ole what I think of them 

May your armour nei 
rustl See you next montl 
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CAPITOL 

BRITAtNS MOST ADVANCED COMPUTER MODERATED PLAY BY MAIL GAME! 

CAPITOL Features — 

— A strategic space warfare game, completely computer moderated. 

— Approximately 35 players per game. 

— Players design their own race's characteristics and description. 

— Design your own starships and build them at your star bases. 

— Expand your empire and conquer other races. 

— An advanced stage' of the game Introduces new technologies ol 
stargates and Improved ship movement capabilities. 

— CAPITOL'S simplified order formats are easy to remember. No coding 
your orders onto computer cards or other glmrfilcks. 

— CAPITOL has an easy to understand rulebook, complete with 
numerous examples. 

— CAPITOL was subjected to the largest playtest of ANY commercial 
PBM game. Over 100 players played over 1500 turns of CAPITOL prior 
to release. 

— Runs on an IBM PC. using S12K. 

K JC Games has been running Play By Mall games for about 5 years nowandour 
reputation lor giving good, exciting games and a first class service Is second to 
- - ie. Our team of professional Gamesmasters will usually reply to your turn with 

J To enrol in CAPITOL send a £6.00 chequ 

payable to KJC Games. For this you will i 

first two turns. Each turn of Capitol costs £1 .75 tor the first 60 orders. 
additional 30 orders costs 75p. European players are welcome. Reply to:- 
KJC Games, P.O. Box 11, Cleveleys, Lancashire, FY5 2UL 







GLOBEMASTER 







Ode to Ocean 

My book Is Well's "The Tlr 
And before you all start sn 
It really is an excellent rea 
And don't you dare say "b 



Just like old Clive Sinclair. 

Then to Eygpt would I fly, 
to visit dear old pharoah, 
and If I had my Polaroid, 

I'm sure I'd take a photo.' 

Than I'd whizz through time and space, 
and listen to Ceaser's decree, 
but even he couldn't match the power, 
of the brand new BBC. 

I’d make a stop at Shakespear’s house, 
this rhyme to him I’d lob. 

He'd probably rush off In fright, 
for fear he'd lose his Job. 



For .his prize I. 
McAullffe will be 
transported to Manchester 
where he will spend a day 
with Ocean. There he will 
meet the programmers and 
receive an Ocean goodies 
bag containing a bumper 
bundle of software. 



Win a Jetsoft 
arcade machine 

To win our fantastic prize 
of a real arcade machine 
youhad to enter a two part 

knowledge. Points were ' 
allocated for correct 
answers and a tiebreaker 

Lucklfy this tiebreaker 
wasn't necessary (par- 



(OMPETIfM 

RESULTS 



Win a day at 
Ocean 

The Ocean competition 1 





a) da boss - Mugsy 
(Melbourne House) 

b) lckaS™ _ Bugaboo 
o) a technician — Techni- 
cian Ted (Hewson) 

d) a oybot — Allen 8 
(Ultimate) 



d) gooey' blobs — Chaos 
(Games Workshop) 

3) In which game are 
you called . . , 

a) Rockford — Boulderdash 

b) Horace — Horace goes 
skiing (Melbourne House) 
o) Bilbo — The Hobbit 
(Melbourne House) 

d) Trogg — Frak (Aardvark) 

4) In which game do you 
defend . . . 

a) Betula-S — Psytron 

b) ?he Nostromo — Alien 
(Argus Press) 

c) New York — 
Ghostbusters (Activision) 



30 software houses which 
LLamasoft, Audiogenic. 

" - n , Ultimate, 

Firebird, 
wuiuasiiva. Microdeal, 
Romlk. Beyond, Intrigue, 
Ariolasoft, Anlrog, Fss, 
Activision, Hewson, Artie 



?) Now get out of that! 
This proved to be the 
deciding question as it 
quickly separated ^the 

T^e question posed the 
problem of being trapped 
on a ledge with nowhere to 
go. Behind you a hungry 
dragon was awaiting your 
return through a narrow 



gap and infront of you was 
a bridge across a chasm 
over whioh a goblin war 
party was crossing. This 
was a particularly nasty 
war party as it also includ- 
ed some ores, flown in 
especially, by wyvern. to 
cut you into little pieces. 

Some of you brave 
adventurers opted for the 
runaway tactic, baok 
towards the dragon, where 
they were promptly eaten. 

The rest of you looked to 
the corpse of the warrior 
for the answer, and fell 
straight into the trap. 
Several^important^ clues 

him was his own (the 
design on the pommel was 
helmet) and It could also 
cut through steel (the hole 
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□ DO □□□ □□□□□□ 

° Eurape - £9 USA & 



Don’t Buy 
another tape.. 



(OR DISK!) 



Until you've seen the low, low prices in 
our Spectrum and Commodore 64 
Catalogues, Light up your bank manager's 
face by getting Shadowfire for just £5.95 
(saving £41, steal yourself a bargain with 
Spyhunter at only £4.95 (Spectrum) and 
£6.45 (Commodore 64), or make a 
megasave on Megahits at £7.95 (saving 
£5). Need we go on? There are over 200 
more products we could tell you about. 

So what's the catch we hear you say? 
How many tapes must I commit to buy in 
a year? The answer is none. Once you 
have joined our Club, for an annual 
subscription of £5.00 you need buy 
nothing! 

But wait. There's more to this Club than 
just the £'s you'll save on software. As a 
Member you will receive a bi-monthly 








Calling all Spectrum and Commodore 
64 owners. You can save pounds in 
our fantastic special offer. Take out a 
subscription to Computer Gamer and 
buy two Beyond games for 
£1.50 each! 



What you save! 

The normal Gamer 
subscription rate (for UK 
readers) is £15.20 for 12 
issues. Adding £3 for the 
two Beyond games brings 
the total you pay to £18.20. 
Compare that with the 
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j ■ I Special offer eubscribtion rate £18.20 
| Selection 1 (from Box A only) 

K Selection 2 (from either Box) 

I 

Please Use Block Capitals and 
H code 

/ NAME (Mr/Mrs/Miss) 

■ ADDRESS 

/ 

■ POST CODE. 

■ SIGNATURE 

I DATE 



I am enclosing my (delete as necessry) 
cheque /Postal Order / International Mone< 
Order for 

(made payable to ASP Ltd) 
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Hello again. Did you enjoy 
the hl-res last time? I hope 
-0. Anyway, — 



Firstly, Program _ 
the Vlo. This Is a variation 
on the game I gave you last 
month, you are the ship at 
the top of the sor — — ■* 



like fuel dump. This 1 
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a IFOOLI'MND INKEYt -901THENYP-YP- I 
S IFXP<0THENXP=0 
B IFXPM248THENXP-1248 
a I F YP < 0THENYP =0 
3 IFYP > 1240THENXP- 1240 
a IFOXP-XPANDOYP-YPTHEN2200 

a MOVEOXP ,OYP I YOU 131 
a MOVEXP,YP! VOU13I 

a IF INKEY < -99 >THENKEY-TRUEELSEKEY=FALSE 
a ENDPROC 



3 FOR I -OXPTOOXP +64STEP8 
3 FOR J -OYPTOOYP -32STEP -4 
3 IFPO INT < I , J ) < >BACKTHENH II 

3 MOVEOXP , 0 YP s VDU 131 
a ENDPROC 

a DEFPROCEXPLODE 
3 SOUND 1,-15/0,11 SOUND 1,-15 
5 SOUND 1,-15, 5,1! SOUND 1,-15 

3 MOVEOXA,YA+10!VDU131 
a DEAD-TRUE! ALIENS-AL1ENS-1 



2750 ENDPROC 

3 DEFPROC SCORE 
3 IF NOT HIT THEN3090 
3 SCORE “SCORE +10 
3090 ENDPROC 

3250 OEFPROC TIME 

3260 ENDPROC 

3500 REM STATUS DISPLAY 

3525 DEFPROC STATUS 

3530 VDU4 s COLOUR 128+BACK s COLOR? -BAC 

3535 REM DISPLAY SCORES 

3550 PR INTTAB <5 ,0 > ? -SCOREI "ISCORE 

3560 REM DISPLAY TIME 

3570 PR INTTAB (0 ,0 ) J “TI "JTIME 

3600 REM CHECK EIM3 

3650 DEFPROC FINISH 

3680 IFPAST -3THEN FINISH-TRUE 

3690 1FTIME-0THEN FINISH-TRUE 

3810 DEFPROC GAMEOVER 

3820 GCOL0 , 1 32 t GCOL0 ,7! CLS 

3890 PR I NT "WOULD YOU LIKE ANOTHER G 




For the Spectrum, let's 
look at Program 4. This Is 
Just fun to watch. It will 

screen antf then draw over 
In a different colour. Short 
but sweet. Let's see how It 



5 CLS 

10 F0RN-1T06 
15 INK N 

20 PLOT50 ,50 ! DRALI1 15,115 

30 NEXT N 

READY. 


▼ 







:t loop to Incorporate all 

,-ee line 10 ) 

Draws the pattern. There are eight Os. I 
will leave you to experiment with changing 
Goes back to continue 



And for the C16, a short 

(routine (Program 8) that 
I will plot and unplot a dif- 
ferent random point on the 
screen, It is quite nice and 
this Is how It works. 



10 GRAPHIC 2 
20 COLOR 1,1 
30 A-INTCRNDt: 
40 B= INT <RND < : 
50 DRALJ1 ,A ,B 
60 X=INT<RNO<: 
70 Y= I NT < RND < 
80 DRALJ0 ,X , Y 
90 GOTO30 
READY. 



54 



Puts It Into Graphic Mode 
Sets the colour source 

Chooses a random number. It will be for x I 
Chooses a random number, It will be for y I 
Plots these points on the screen . I 

Chooses the random numbers for the I 
unplot (see 30 and 40) 

Unplots the new random point chosen 
Goes back to 30 for more plots 
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COMMODORE 64 
VIC 20(NEED SUPER EXPANDER)'' 

SPECTRUM 48K 
DRAGON 32/64 
TANDY COLOUR 32K" 

Discover the exciting world ot 
creating your own graphics on sere 

The Trojan Light Pen will draw boxes, circles, lir 
treehand pictures, save and load pictures with full erase 
facility. 

All in Hi-Res screen in any of 4 colours for the Dragon/ 
Tandy, 8 colours for the Spectrum and Vic 20, and 16 
colours for the Commodore 64. 

For educational or leisure use. 



ja_ 



Micro Computer Software & Accessories 

Send cheque/P.O. to. 

TROJAN PRODUCTS CG8 
1 66, Derlwyn, Dunvant, Swansea SA2 7PF 
Tel: (0792) 205491 . 

TRADE ENQUIRIES WELCOMED 



ST. C’TICINIaVNS! 

giKSSJE* 





t-g-t: 



is a guide to the sym- 




through trapdoors that lay j 
mines in their path. 

Those that you save you 
must ferry out by heli- 
copter in the next stage of 
This is a Zaxxon style of 



t fly 



under bridges and along 
roads while avoiding the I 
fire from the gun emplace- 
ments, tanks and mines of 
the Dragons defences. You I 



n battle between the I 

Dragon and Commander I 
young, I 



throwing pointed sticks ! 
each other until one take 
the plunge. Nine such ooi 

winner (albeit a wet one) : 
This level is best ignore 
as it seems totally unooi 
nected with the other threi 
Beach-head II’ 
strongest feature is its tw 
player option whic 
transforms the game froi 

££‘ &SSF- ' 2 “ 

challenging contest. 

In^ places the ^ game 



par- I 



in the courtyard I 
urn, uua Is balanced by the ■ 
excellent animation of the I 
allied soldiers in the initial k 
assault. My particular ■ 
favourite is as they climb I 
over the wall. The graphics I 
are accompanied by gunfire I 

tion o? screams and yells I 
which some may find dls- I 
tasteful. 

The final screen is un- “ 
doubtably^padfUng but 

so much packed into the 
game that I oan’t fault Hs 



PLANET RATINGS 



"Originality 

Graphics 

Value for moi 
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heig 
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bird 



You® 
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h m ff x 



at low level with mother- 
ships — which look like 



tlons available with 
sort of forward view with a 
sight which helps with 
height estimation. Howev=- 
the default setting of - 
bird’s eye view Is the best 
as It allows you to 
whoever Is behind you. 

Whilst your ' 



e computer 
you with help 
information, alt 
the oombat area 

The computer display 



.1 enemy is locate 

ycm^can use one of you 

for general use' and knock 
lng down the tanks, th 
radar guided missiles fo 
the motherships and th 
fighters, and the hea 
speakers for the fighters 
The guns win knock ou 
anything, but they tak 
some time to use on th 
motherships due to the! 



> five of each type, 
ana tend to be Inaccurate, 
you have to aim them very 
close to the target to be sure 



get you to a specified £ 
or to the nearest enemy at 
top (3000 mph) speed. The 
problem Is that at this 
— ad you tend to overshoot 



n. suu exists! 

Climbing up to the cloud 
lyer makes the screen go 



accessing the disk for 
other aspect of thegame — 
air to air oombat. This can 
be very exciting and is not 
for the novice, also make 
•e fully repaired 






iority and huge 

numbers of them try to 
zonk you. With enough 
vigilance and determina- 
tion (and practice) you can 
do it though. The best plan 
is to take out the mother- 
ships with lasers, then you 
can^ conserve the missiles 

The options of the game 
are vast. There are the 
usual difficulty settings for 
* h “ tnd a large 

’“""".osfrom 

- not very 

nice at all, to the In- 
teresting patterns of ’the 
wall’, ’alamo’, and ’cor- 
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Originally released only 
gear ago in America l 

pany, it Is perhaps some In- 
dication of the regard In 
which this program was 
held when less than twelve 
months later British Atari 
and C64 owners are afford- 
ed the opportunity of enjoy- 
ing It also. This 'Blue Max’ 
of the twenty first century, 
whilst holding faith with 
the original of the same 
name, is closer to 'Zaxxon' 
in game play — and that In 

datlon enough. 

In the program you are 
Max Chatsworth lit follow- 
n the footsteps of your 



earth's colonies and are 
threatening to spread 
throughout the galaxy with 
the ultimate aim of captur- 
ing earth itself — needless 
to say what your role is to 
be! Supplied with an ad- 
vanced hovercraft (which 
looks surprisingly like an 
anaemic 'Tuc' biscuit) arm- 
ed with annihilator bombs 
and a gravonlc penetrator 
(laser) your mission begins. 
Flying over enemy 1 
fields having p-"-' 

’ ier outer defend 

in continues unti 

should dexterity a 



placement of rebel suppl; 
dumps at which you 
land and replenish a 

ding features in this pro- 
gram are the imaginative 
graphics and the thought 
which has obviously been 
1 to technical detail, 
of which give “ * 

g deve„ r -- - 
time. The 
" most adr 
; for then 



both oi 



the 



tech- 



d take 




uqou, muvoo diagonally 
downwards. With speed 
»nd omni-directional con- 
ol your hovercraft begins 
i attack run swooping 



idealities, such as specific 
strafing height, fuel leaks, 
damaged bomb gear and 
reduced manoeuvrability 
when damaged to mention 
but a few, will cause even 
the most hardened 2 

Everything from the 
selection from the multi op- 
tion display to the total con- 
trol of your craft Is with the 
joystiok, the only excep- 
tions being to “ 

battle and the i 
freeze option. 

joystick is definitely 

mended as not only vertical 
and horizontal movements, 
but diagonal as well, across 

•' oiling playing arena 

[ulrea; therefore the 
joystick can 
etween them 
Another must c 
to be that of a colour TV or 
monitor, bo much Informa- 
tion is given through the 
use of colour that, although 
a black and white set may 
not Drove to make your 
npossible, it will cer- 
tainly place the odds even 
more with your already 
capable adversary. 



id encampmi 






useful. . 



ib life al 



and strafing as you 
With a shadow beneath 
your craft and the cratered 
landscape all around the 
picture is superbly drawn 
— — y high resolution 






skillful £ 



d through 

colour codings both within 
your craft and along the 
status bar which occupies 
the lowest few Inches of 

GO 



quite brief-, select to 'land' 
on the 'Terrain Sequencer’ 
rather than 'bomb' it as 
" bombing Is quite a 



based one may well ser 
revitalise aching brain 
muscle. The yellow a 
alien will become „ — 
most hated and frustrating 
opponent so destroy h ~ 
whenever you oan, plus 
' s a high si — ■ 




S pts, Space ( 

Class in (deceased). 

This is one of the all too 
few occasions when Innova- 
tion both technical and 
especially graphical cannot 
be adequately described In 
a few words on paper so I 
hope It Is sufficient to con- 
clude by saying that Blue 
Max 2001 by Rob Polin 
would be a very valuable 



acquisition for even the 
most discerning games 
player. AP 



PLANET RATINGS 

Originality 
Graphios < 

Use of machine 4 

Value for money « 

STAR RATING 



It’s unfortunate that tl 
customary hlgh-score tab 
is missing and that the pr 
gram Is quite difficult evi 
in the early stages but 



Thing on a Spring 
Commodore 64 
Gremlin Graphics 






objects thi~ — 
help you finish certain I 
screens like a device to I 
- -s work. 



correct way around the 
game. However the stunn- 
ing originality of the ^ame 

graphics more than make 
up for the old style of game- 

Your little springy thing 
must bounoe around con- 
nected multiple screens. 



die. Oil is used upon colli- 
sion with any of the sur- 
rounding attacking objects, 
they don’t really attack, 
they just wander around in 
set, and sometimes not so 
set, patterns. These objects 
have constantly changing 
appearances. On entering a 
room you may at first be 
acosted by a rampant Pac- 



the ^object ni 



anywhere near that fai 
first four screens 
enough for me! 

The graphical effects are I 
superb, as I have already 
mentioned, with Gremli- 
Graphios’ usual style t 
presentation throughout. 
The sound is also of a high 
quality with some good 
original music playing' 
throughout the game. 

The problem with 
game is that it just defies 
description. So all I can say 
is that I think that it Is very 
good, but have a look at it if 

K are going to buy it. But 
i can’t be a bad thing. 

PLANET RATINGS 



rabidly 
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re urea oi the usual 
juii uf the mull type of 
flight simulators you 
should take a look at Jack 
Knife as Its the first ever 
Juggernaut simulation. 

In it you play a lorry 
employed by 
and Grumble to 
uoiivoi- or oollect tons of 
coal, oil, fruit and veg and 
timber. The actual amount 
of goods you need varies 
from game to game, as does 
the map of the town. 

However before you 
start your deliveries you 
will need some driving 
practice. This is selected 
from a menu of icons which 
also allow you to change 
the size of your lorry, load 
and unload your container 
or quit the game. 

In practice mode you 
choose to improve your 
skill on the open road or 
roundabouts and cross- 
roads and most important- 

K£<S5. t “ g “ * 

trucker you can start the 
game. You control your 
lorry either by Joystick or 
user-defined keyboard. 
Whichever you choose up 



points for everything you 
successfully deliver and a 
bonus can be earned if you 
complete your journeys 
within the time limit. 

All this makes the choice 
of lorry size crucial to your 
success in the game. Begin- 



englnes to fly forwards and crosswinds 
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ltation of the Harrier, "and 
"? ;‘t should be because the 



guaranteed. The problems 
start when you wish to 
land. The instruction 
manual strongly recom- 
mends that you practice 
landing before going on to 
engage the enemy and I’ll 
drink to that (she’ll drink 
to anything — Ed). 

Landing involves dropp- 
ing around BO feet when 
the screen display changes 



display 
radar si 



has a very useful 
ireen alongside the 



The simulation 



engage enemy planes and 
then return to refuel before 

easy as it sounds. 



BK 



the VTOL a ... 

One gives the view from the 
side and the other gives a 
view from in front. With 
the landing platform 
highlighted in both views, 
the skillful pilot can ac- 
curately position the jet 
above the platform and 
land (anyone know where I 
can find a skillful pilot?). 

Having mastered the 
gentle art of landing, you 
are ready to try a maiden 
flight. The highly instruc- 



ting as it is in rangeand 
then logs the position 
where it was last seen as a 
guide to relocating it later 
Enemy aircraft are also 
shown on the radar until 
visual contact is made. At 
this point engagement is 
unavoidable and a dogfight 
results. As well as trying to 
blast the enemy with your 
missiles you have to keep a 
weather eye out for 
altitude, ^speed and fuel 

enough, the enemy shoots 
backl 

The graphic displays are 
superb and the little bit of 
voice synthesis adds a bit of 
realism to the simulation. 
When the lowest level has 
been mastered, the higher 
levels can be attempted 
with ever increasing 



oi'n ruugner 

which make landing 
more of a nightmare 
usual. Penalty signals 



nig. ui course tne higher 
the level (denoted by rank), 
the fewer the errors which 
will be tolerated. 

A worthy addition to the 
growing ranks of flight/ 



PLANET RATINGS 



Value for money 
STAR RATING 
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trol the movement and pun- 
ches of the Stallion as he 
punches his way through 
preliminary opponents 
before a crack at the oham- 
Bald Bully. 



The Spectrum version 
provides a tougher com- 
puter opponent which is 
fortunate as their 



B fffl 



This Is probably 



decathlon games last year. 

Knockout is not only om 

of the first. It als *” ■ 

high standard t! 
others will have to 



around the boxing career of 
the Italian Stallion, he of 
the ‘‘Joystick shuffle” 
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Kelok — a master warrloi 
of the eastern region, has 
been killed in battle by Xor 
phas, an evil Warlock. No 1 
content with killing Kelok 
Xorphas has stolen hi! 
heart leaving Keloks soul tc 
wander * *' 



opens up. Opposing you are 
an assortment of nasties 
such as huge skulls, 
ghosts, bats and some 
strange Genie like things. 
These get In your way and 
can be Killed to gain power. 
The nasties are killed with 
the Sword of Destiny that 



the tc 



it of death w 



. _re Involving mighty 
rlors and black magic. 

The aim of the game is, 
of course, to find your 
heart thus enabling you to 
rest in peace. This is done 
by collecting ‘flashing’ ob- 
jects that appear through- 
out the maze. As eaoh ob- 
ject is collected a new sec- 



Abyss of Death game 



G2 



(holes in the ground) that 
enhance your Jumping 
ability and enable you to 
reach levels previously 
unattainable. 

rather good and consist of 
large sprite like characters 
that move smoothly around 
the screen. Sound Is used 
but Isn't stunning but I 
have to hear a C16 game use 
sound well! 

Altogether a reasonable 

.me from Gremlin who 
..em to be making all the 
running in the G 16 market. 



PLANET RATINGS 
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Use of machine 
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STAR RATING 



Boulderdash is one of those 
^ames that appears in some 

popular computers, and 
now its the turn of the MSX 
machine. 

The hasic idea of the 

burrow through 

several 'caves' collecting 
Jewels and avoiding falling 
boulders hence the name. 

The hero of the action is 
called Rockford and a cute 
little fellow he is, blinking 
away as he dashes along 
through the caves. The 
graphics are chuncky in 
the Japanese style giving 
the game a less 
sophisticated appearance 
than is possible on MSX. 
but the game itself is so en- 
joyable that I’ll overlook 
mypersonal preferences. 

There are 16 caves to ex- 

S cre and they are divided 
to four groups of four, 
separated by bonus screens 
in which extra lives may be 

tioned off by walls to form a 
maze around which the 
diamonds and boulders are 
strewn liberally. As 
Rockford tunnels through 
the cave he can pass under 
the boulders which crash 
down behind him. If he's 
not careful the removal of 
one boulder can result in a 
rockfall and quick reac- 
tions are required to avoid 
being crashed. 

• - boulders fall they 



somewhere the magic door 
to the next level nas ap- 
peared and with a quick 



supply you must decide I 
whether to go through to I 
the next level, or be greedy 
On the higher levels tv" 1 
1 enemie of F 



e of Rockford 



put in an appearance: the I 
firefly and the butterfly. I 
Contact with these beasts I 
mean Instant death to our I 
hero who must crush them I 
as Boon as possible by try- I 
ing to cause a boulder to I 

underneath, not an easy I 
task, 

The third troglodytio I 



SBf 



lned by I 

boulders or if he is touched I 
by the firefly or the butterf- I 



explodes 
1 of oiamon 



The final screens in- 
troduce the enchanted wall 
and closed box which har- 
bour yet more diamonds 
but I'll leave it to you to 
find out how to get them. 
Despite the chunky 
- ihlcs I found Boulder- 



SIS ", 1 



r ;r ; 



0 



suicide button is all that is 
left. It requires thought, 
and planning to avoid tnis 
problem which adds a cer- 
tain cerebral appeal to the 



„ .hallenging, 

a worthy addition to any 
MSX collection. __ ] 

PLANET RATINGS 



STAR RATING 



0 



COMPUTER GAMER AUGUST 198S 







E3 SJ ? A 



As the game opens you are 
onboard an alien snip and 
ar.e_ the last hope tor 
mankind. 

You have Just stolen the 
ship from the Oceania 
Museum of Technology on 
Earth, which Is under the 
control of the Sentinels (as 
Is the rest of thf - • 

The Sentinels wer 



.,o.v at least understand as 
you've converted the ships 
computers to English. 

At your disposal you 

have two comput™ 

which a library i 
a status report si 
strength of tne ships 
shields and your hit/mlss 
ratio In graph form, a 
hyperspace drive, oom- 
, hints and messages, a 
galactic map of the galaxies 
300 planets and the ability 
I to launoh up to 8 attack 
shuttles. 

I Your task in the game Is 
to find the 30 Sentinel 
■' a and destroy their 






The 
shows t. 



guide it through the plane 

series of landscapes to t 
navigated and alien raids I 



be beaten back. 



These with practice car 
beaten by picking off 
end of the circle but be v. „„ 
chful for reinforcements as 






j colonies usieuu 
galaxy. However man soon 
became so dependent on 
i **■-* civilisation 

up,. „he Sentinels 
have acquired a tAstA for, 
power and arei 
let a low-ll. „ 
destroy their thirty 
stallation planets on on 
their own ships. 



the 






ching you off guard, 

. As you progress furthe 

into the s'— ‘ — -- —• 

face the' 

Mlcrobs 
Xrata's. 

Unfortunately, all 
fighting could be in vaui, as 
chances are you will find 
nothing on the planet. But 
planets to t 

Luckily 









planets a 
installatic 

ly you will have to visit 
most of the galaxies 300 
planets before you find 
To explore a planet you 
despatch a shuttle to its 



explore planets, that you 
can mark off mentally. 
Since if you lose some shut- 
tles you can always re-load 
the game, at a previously 
saved stage to recoup your 
losses. This may be eon- 
by some 

,.v„hnlques 
have previously worked as 
a programming house for 
other companies and have 
Just completed the Spec- 
trum version of Pole Posi- 
tion. Xcel is their first game 
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Willy the Miner is at it 
again! Having made his for- 
tune underground In Manic 
Miner, he Dought a man- 
sion and threw a party. The 
mess afterwards was terri- 
ble and his wife, Marla, 
refused to let him go to bed 
**•“ house was tidied 

is the scenario for 



o oomplete 
On reaching the roof 
resemblance to another 
game involving a deformed 
French campanologist, but 
perseverance brings you to 
the rocket room and the 
game literally takes off. 

The destination is an or- 
biting spacecraft which, 
" rh “". mapped, forms a 



e first Jet Set Willy wh 
demonically difflo 



himself in hospital, nurs- 
ing plans for home im- 

To this end he employed 
team of little green men to 



Software Projects to t 

’elease of this ‘new 
which is, in fact, thf 
old Jet Set story with 
locations. The main 
change is the reduction of 
the difficulty level from Im- 
possible to extremely hard. 

The idea of the game is to 
direct Willy around the 
rooms of the house collec- 
ting all the rubbish from 
the various platforms, 
avoiding the staggering ar- 
™v of beasts who are out to 
you. With over 100 
ns to visit, and each 
n requiring a different 



the lavatory in the first 
room, leads deeper and 
deeper underground and 
appears to be inescapable. 
It's worth seeing once and 
then avoiding like the 
plague. This will not 
guarantee safety though 



to Manic Miner’ 



PLANET EATINGS 



S 



STAB EATING 



0 






COMPUTER GAMER AUGUST 1985 





Title: 



The Way Of The Exploding 




karate game 

players. Although joystick 

isoptior-’ ' ‘ 

that yo\ 



demo mode is the brilliant 
animation of the characters 
(over 700 sprites were 
usedl). They punch, kick 
and fall over most 
realistically and there are 
nice little touches such as 
the players adjusting their 
clothes after a bout. These 
are far and away the best 
gragMcs^I have seen to date 

You have three different 
punches and eight different 
kicks at your disposal 
together with seven move- 
ment options. Control of 
these is dependant on 
joystick position and 
whether or not the fire but- 

ple, moving the joystick up 
makes the player jump, but 
if the fire button is pressed, 
you will attempt a flying 
kick instead. For ease of 
memory, all kloks Involve 
pressing the fire button. 
The joystick position given 
in the instructions apply 
only if your character is 
facing to the right. If you 
face to the left, all the posi- 
tions are mirrored. It took 



first place, If all this 
sounds complicated, it 
isn’t. The game is very easy 
to play straight away. Just 
by moving the joystick 
around more or less at ran- 
dom you will still find 






Gu3 1 £ 



This game is very ’Boulder word for 
Dashy' in that you have to 
around caverns, collec- 
ting gems, and using or 
abusing the surrounding 
boulders as you see fit. 

This is also one of thoses 
'win £££££’ games. In this 
completer of th~ 



find hard to believe, 

r 

There is a help screen 
that gives you status infor- 
mation and your time re- 



maining (yes, c 
everything you a 
time limit!), it 






e gets a modest £ 100 . 



Eaoh of the 18 levels has 
a password associated with 
it, and the inlay card has a 
special area thoughtfully 
reserved for writing them 
down for further use. This 

direct to the screen that 
you are currently working 
on without all the preamble 
of going through the levels 
that you know that ; 
already 
passwords 

me from revealing wl 
some of " 



option is n 
the higher levels. 

Music also plays, and 
the start up music is a very 
good renditioning of a 
popular tune. Why^ oan't 

their V software, it would 
only take a few bytes and 
would solve a lot of pro- 
blems (like reviewing a 



a ir 






dishly laid u 
problems 



probl 

Also in li 
get lizard e__ 
also drop on your ht_ 
the real problem c 
when you break an eg 
a lizard emerges to 



one worthy of being played, 
and providing some real 
with a lot of brain teasers. MR 
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Anyone who has been 
caught by the trivia bug 
willknow thatit Is very dif- 

So It was that I was really 
looking forward to review- 
ing Monster Trivia, the 
latest offering from US 
Gold/Cosmi. Unfortunate- 
ly, I was very disappointed. 

For anyone who has 
been asleep for the last year 
or so, trivia is nothing more 
than Insatiable desire to 
prove to your friends that 
1 totally 



You are Invited l 
place in a mad Prof 
cellar and asked to answer 
questions and so keep the 




very fussy, «uu inconsis- 
tent, Tale of Two Cities was 
given as wrong, the correct 
answer being A Tale of Two 
Cities, When I answered 
one question correctly with 
Mozart — Just the surname 



if inforr 



ly takes th 



lot of fiddling whh 6 the tape 
counter. You will not 
however be able to answer a 
lot of the questions. Not 
because you are stupid 
though, but because the 
Ss^ssentlanh Amerioanl 11 
tlons are geared" tooths 
country where they are go- 
ing to be answered. Whilst I 
have a ohance of knowing 
who won the FA Cup In 
1963 or who the stars of 



Kennedy, the 
replied “Wrong. The 
answer Is John Kennedy". 
This sort of thing I found 
extremely Irritating. 

The questions always fill 
exactly two lines on the 
soreen. Some of the wor- 
ding was so obscure that I 
was not always sure what 



RENEWS 



answered. Wrong. It stands 
for Liquid Quartz Display. 
Now I know that Amerioan 
spelling is different from 
British spelling, but that is 
ridiculous. There are also 
Borne bugs, noticeably 



the value of trivia games Is 
to look at the number of 
questions per round. With 
a lot of the 2000 questions 
being unanswerable, I 
reckon this to be very poor 

“‘■KiJr 



mother with wc 



to buy the Ultimate Trivia 
guiz Game Book by Alan 



luestlons for about £i 



questloni 
Gold, wl 



e usually so 
ir marketing, 
cropper with 



BS 



iwerlng. Th 
me spelling . 
t, mostly In I 
■ether than 



theqi 
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drunken customer who 
staggers up and down the 
bar, pushing you along 



his— time — o rat * ler ®P®hd 
flotel 

floors and each is paraded 
by a hotel manager, the 






n all the rooms have 

round begins In which 
everything goes faster, un- 
til the non-arcade rooms 
•“Tome essential. You can 
«r these rooms as often 
you wish but the arcade 
ims can only be used 
se per round. 

One irritating feature I 
--- ~ o-- --w.nd was the fact that oc- 
on ?„ l A ns of caslonally when Jones Is 
s ability to resurrected after a fall, he 



£f, 



. the lift or a hotel room. 
There are six rooms on 
ch floor and an arcade 
waits in all but three: 
bedroom cupboard, 



i ones strolls boldly 
es up his joystick 
. . — screen springs to 
Ilfs with one of a wide range 



being the principal tune 
but you can turn it off If 
you find it Irritating, 



of simple games (I 

simple In concept, not 
— sssarily simple to play). 



mean PLANET RATINGS 



necessarily simple to play). 
The games range from in- 
vader, defender and 
dodgem types to more 
esoteric games like wafers 
and onewhere the aim is to 



Use of machine 
Value for money 



;now 
AVAILABLE ON THE 
TATUNG EINSTEIN 
(EINSOFT APPROVED) 
“One of the best Einstein 
games ; ' " 

Pop, Comp. Weekly I 
VOL 4 NO 25 



<yi> 
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The profession 
music, spells - 
construction 
Wizard apart 

of the mill platl 

Its hundred screens will 
challenge even the expert 
they have been conquered 



i screen. These Include 
Invisibility, haste, teleport, 
freeze and fireballs. 

The use of magic Is par- 
ticularly impressive as it . 
goes beyond the usual con- 
tinuous tune but instead 
adds sound effeots. For ~ 
ample climbing a 



blng a rope o 
companied by 
le which adds t 



S 0 ! i 



The most striking 
feature of this game Is the 
graphical display .^Thls^is 

Ultlmate-Knightlore and 
Allen 8 display exoept that 
It Is slightly smaller to 
allow for the game status 
display. Thus we are 
presented with a view of a 
room as seen from the top 
nf hho hank wall. The tor- 
'ed off the 
edges (objects 
and the display 



toise may be 
screen at the 
permitting) 
then ohang 
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software for 
computers of the 
future 
061-2986404 
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Hijack 

Atari 

English Software 
£7.95 



H 



Operation Hijack. ^.latest 



SSL 

ralges^start shooting as 



KSB 

o^M 






s. One useful 

tip I learnt Is If you face the 
j| r towards 



dodge cannon on hills. . . 
watch out for trees. . last 
V.I.P. to pull oommunica- 









ther help . . . 

That Is the Introductior 
to the game and apart fron 
telling you thatttie fire but 

le the V.I.P.s. They an 



the lnstuctlons as well. 






i important peoi 



people on 
hijacked. 



chopper towards you and 
move it by pushing the 
stick up then left or right it 
reduces the area to be shot 

The game is good In as 
much as It keeps you trying 
until you finish, but after 

depends on what you iike. 
Altogether though I feel It 
could have been a bit more 
speotacular. It's definitely 
worth having a look and 

own mind. I don’t believe 
that the machine has been 
used to Its full capabilities 
are quite good. SP 



you have to watch PLANET RATINGS 



0 







fiSJ T & 



When the first batch of C16 



to wipe out as many guards 
as possible with one bomb. 
Once a piece has been ob- 
' ed Dork can leave the 






uniformly 

bad. This ‘second’ wave 
however is producing some 



- Dorks Dllem- 



i Is one such game. 

The objective Is to collect 
pt jigsaw 



the edge of the 
then ends up on a 
new screen with more 
guards and another piece to 

During the game Dork 
can edit th* "" 

the^oystick C 
around. If 



jigsaw 
move pieces 



, — jigsaw „ 

which are contained within 
force fields about the 
‘planet’. Each force field 



a small guard attached 



p it and these m 



rect place, If black it's not. 

The graphics are average 
for the C16 as is the sound, 
the game itself though is 
rather original and well 



wiped o 
collapse 
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at is the ability to 



bombs. The bombs ar 



fitted v 
when a bomb ! 
dropped Dork i 



0 



1 



ES3 @ ? A 



r ps obvious from 

the start of the game. Each 
card depicts a different ter- 
oagtiea, village, 




Vanish hid various magical 
artefacts to help those who 
might follow. 

whatever landscape the 
computer has chosen for 

artefacts which will allow 
aooess to the underworld. 

- "-“^ea^he^vlly 

the Dark 



world means a different 
maze spread over many 
screens and totally unmap- 



Hlgh Vanish 



evil trolls who r 



gopulated^ by 



.his point the game 
— po resemble Cuthbert 
d the Tombs of Doom an 



earlier Microdeal f 



but it does hold t 



Vanish, 
was defeated by the Dark 
Lords who unleashed a 




have been collected the wild 
wood may be entered and 
the gateway 1 “ 



PLANET RATINGS 



upon the face of 
Realising 



world will be open to you. If 
you stumble across this 
gateway before all of 
— ibols — ' 



Originality 

Graphics 

Ose of machine •••• 

Value fo 



the High Sador 



symbols are found your 

character, a reptile called STAR RATING 
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itself ‘666’ — is intended 

attraot attention to a game 
that would otherwise just 
fall by the wayside, since it 
simply isn't very good. 

Underneath all the waf- 
fle about demons and pit- 
chforks, what we really 
have here Is Just another 
maze game In which you 
have to collect seven objects 
(orosses. In this Instance). 

argument you told a friend 
tiVgo toHell', and now, In 

go to hell to collect the oross 
es needed to save him. 

There is a rather good in- 
troductory screen in which 
an animated faoe (bearing 

resemblance to Alice 
Cooper) grins dementedly 
at you, but from here on 
It’s downhill all the way. 
Onoe the game Itself starts, 
you find yourself In 
Chuckle Egg, ie not very 
large, and with minimal 
animation consisting Just 
of wriggling legs. 

The graphics are fairly 
gory in places, with skulls 



hating a; 

„ is that m 

how far Into the 
go, when you It 
your three lives instead 
starting with a new life 
the same part of the maze 
you start again from the 
very beginning. And, after 
a few games I got a bit fed 
up with retracing mj steps 



jUSt jUE 



there for 'decoration' and 
didn't add anything to the After all, nothing 

game itself. Maybe I'm be- *" * — 

ing unfair to the program- 
mer, but I can’t help 
wondering to what extent 



le/record/book, more 
l a bit of bad publicity 
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Being a great racing and 
raoing games fan I came 
upon this game with some 



Brands Hatch racing the 
il thing — Formula Ford 



row a different light on 
any racing game I played 
after that, especially any 
that call themselves 
'simulations’ like Bevs. 
Chicane also has the 
Brands Hatch circuit in it 
as well as^beliuj! based on 
which is a similar car to 
what I drove ‘for real', so I 
looked forward to the 

The game Chicane will 
have difficulty in not being 
compared to Acornsoft 
Revs, the two being releas- 
ed within a couple of 



gear indicator. On either 
side of the turning steering 
wheel there are the wing 
mirrors. These give a very 
clear picture of what is hap- 
pening behind you. Revs 
only shows blurred shapes, 



, with Chicane 



The other cars that you 
are racing are very well 
detailed and you can really 
jockey for position between 
the opposition. My one 
oomplaint about the game 
is that the corners (at least 
on the Brands Hatch op- 
tion) seem to be not as 
sharp, and the cornering of 
the car not as good, but this 
doesn’t affect the playabili- 
ty of what is one of the best 
raoing games that I have 
seen. Full marks to Kemp- 



of gameplay. 

In Chicane you nave a 
choice of six international 
circuits including Brands, 
Sllverstone, Donnington, 
and others. Each of the cir- 
cuits has a qualifying time 
•ed with it. You then 



1 go into the starting 
sud in whatever position 
you managed to get. Again 
there are strains of Pole 



_ the Instruments 
i FF2000 has with 
' - - le being the revs 



respotted in the centre cir- 
— J sometimes rough 
lead to a fight. 

-’es indeed, these little 
dynamos have tempers that 
flare up occasionally and 
after a quick punching 
invisible referee 



the graphios“ look quite 
superb. It is difficult to 
judge the speed of the ball 
beoause the display shows 



also a problem 
uecausH it is overlaid 
against the goalkeeper and 
never actually appears to 



As with the Commodore 
cartridge, you are allowed 
to dribble the ball up and 
down the pitch but five-a- 



physlcal game and yt _ .. 
find your player flat on : 
rear end after a hard tab 

ns 



the start of the game you 
oan opt for a one or two 
player game or a one or two 
player penalty competition. 
The soccer game can also be 
played at one of three levels 
against the computer. In 
brief acquaintances 
the game I found the 
simple level to be enough of 
a challenge and the corn- 



times the ball appears to 
jump to the feet of the com- 
puter player or Is It just 
trying to make excuses for 
bad ball play? 

Add to the game the syn- 
thesised singing of the 
crowd and a sprinkling of 
voice synthesis and I think 
Anlrog have another win- 
ner on their hands, though 
for me Commodore still 
have the edge. 30 

PLANET RATINGS 
Originality mm»M 

Graphics •••• 

Use of machine mmm 

Value for money 
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If you have ever wanted to 
bowl a maiden over, then 
Tynesoft have provided the 
answer for you. No, — ■* 



r dating si 






well planned and 
be used as a primer 
e finer points of the 
real game, which Is an In- 
dication of the flexibility of 
the program Itself. The 
game even allows you to 



n move with the times oi 



Having selected the 
match type the two players 
decide who will bat first 
and the other player places 
his fielders around the pit- 
ch, Once the fielders are 
posted In their 'home' posl- 

ed until the end of an over, 
oept to 
. . n 

The bowler type Is now 
chosen (fast, medium, spin 

can commence. This Is 
where I got my first disap- 
pointment, when the fire 
button is pressed to make 
perceivable action occurs. 
The ball either moves away 
for a hit or disappears but 



e grumble at 

this point, the positioning 
of the bowler must be 
precise^ to stop^ the ball. 



things? 

Firstly, b 
tlon of the fl 



muscle. This makes It dlf- 
and I would have preferred 
a bit of action. 

Fielding requires that 
you anticipate the shot to 
be played and select an ap- 

K priate fielder who can 
^ n^be rnoved to Intercept 

wrong selection then there 



frustration and only use 
precise positioning for 
detecting a catch. 

Secondly, it would 1m- 

E ie the game a little if the 
stopped when it struck 
any fielder even If this 
meant that the ‘selected' 
fielder had to dash across 
to oolleot the ball while the 
batsmen cashed In on this 
chance to knock up a few 

However, these little nig- 
gles do not spoil my overall 
impression of the game 
which has enough flexibili- 
ty In bowling and batting 



In an Australian TV 
style a batsman bowled out 
for a duck is signified by 
Doodles the Duck who wad- 
dles across the bottom (or 
should that be Botham) of 
the screen, stopping only to 



maker's decided that the tl- 

so iTn Gotham's ' ?estMatoh 
it Is and It's good enough 
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Use of machine 
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found things slightly dif- 
ficult to Judge on the far 
side of the board. 

You score ten points 
every time you get a pawn 
across with a bonus if you 
get all the pawns that you 
started out with over to the 
other side, A nasty little 
trick here is that if you 
pause the game for any 
reason, you lose SO points. 
When all your pawns are on 
the other side, you progress 
rook, king and queen 
before going into the more 
lethal combination of 
pieces. All the pieces move 
as they do on a chessboard. 
All the levels present a dif- 
ferent strategy to be work- 
ed out. Personally, I have 
great difficulty with the 
Bishop and usually only 

c higher levels.^ 

? variation on S 
chess theme and very good 
graphics. It would have 
been better if there had 
been some more interesting 
sound to give it atmosphere 
or some means of self 
defence, I'm not too sure 
either about its addictive 
qualities. You always have 
to start at the beginning in- 
stead of being able to prac- 
tice different screens or 
have a random level mode. 



MB ♦* ££ 






Alligata have introduced a 
new angle on oomputer 
games with their latest ti- 
tle. It is called Jack 
Charlton's Match Pishing 
and they obviously hope 
that^you will have a "hale 

a guppy of the game will 
'n every home, 

— ■. like 

ray of 



t had occurred to me 

the Commodore sfioal, 
Lt fishing is not suitable 



with board gam. 

microfiche (to go with the 
microchip) versions. 

The games features a 
turbot loader so you only 

wait for pictures to a 
glrhana screen r 

but don't wor ' 



mon both 



It is 
failure 



The porpoise of the game 
is to catch as many fish as 
possible. You have your ni ' 
and you must fills' 
Fishermen line up in a rc . 
waiting with baited breath 



played by the Halle but it is 
O.K. Composed by Julian 
Bream and played by Rod 
Steward and his sole group 
"The Floaters', it features 
that well known tuna 
"Whale Kipper Whelkhome 
in the Eelslde” with lots of 
bass. The mainstream pro- 

very last byte and nibble of 



Mullet over and don't be 
shellfish or crabby. Get 
your skates on and buy a 
guppy. Don't stickleback 
on the shelf. Its only sick 

squid (nett), so you " 

have to buy an illega 
py from a shark. 

Get a grouper friends 
round ana barracuda the 
door so you won't be 
disturbed. The game is 
above parr, and if you play 
effishently , you will put the 
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Distributed by Audiogenio 
but actually written by 
Supersoft, Gooch's Cricket 
attempts to simulate the 
current test series between 
England and Australia. 

The game can be played 
in three ways. 1 or 2 player 
Dlaver arcade mode. I 
• series with a 



„s in the other modes 
your first task is to choose 
your team from a possible 
twenty players. Rule 
Graham Gooch. The others 
aren't so important, except 
perhaps Underwood who 
seems to average 5 wickets 

I won tfie toss and so put 
the Aussles in and managed 
' ' owl them out for 243. 



601. Australia' wer^alfout 
again leaving me only 27 to 
get to win. 

In theory I should have 



SitS&JSS 



having much effect (sixes 
were being soored by 
batsmen playing defensive- 
ly). 

Adding a second player 
had little effect to change 
what turned out to be an ac- 
curate simulation of 
cricket. Perhaps not the 
way Audiogenic intend as it 
turned into the game that 

ohing TV or* going to be pub 
onlv returning occasionally 



quickly beooi 



in set patterns. 

Unfortunately this game 
will disappoint the cricket 
novice and expert alike. In 
fact the programs sole 
highlight is its loading 
system. For if it detects an 
error it will ask you to re- 
wind the tape so that it can 



ladders and ramps type of 
game. Acornsoft have suc- 
ceeded in producing a game 
that can hold on to its value 
long after screen is com- 

C ;ed — this is because it 
a built in editor to total- 
ly change the play of the 

There are nine soreens 
pre-deflned of progressive 
difficulty with all the usual 
twists and turns that you 
would expect. Obstacles to 
get in your way include 
slides, ice. trampolines, 
monsters, and escalators 
Most of the built in screen! 
show a lot of thought ii 
their construction and an. 

the* simplicity*’ of^the 



s collecting his 
mushrooms. The mush- 
rooms appear in each re 
in random positions e 
time you play the game 
you have to be adept at 

number of different ways. 
Points are soored for pick- 
ing the mushrooms and for 
completing a screen within 
the time limit. 



l. You edit o. 

the screen by selecting 
which of the 16 blocks that 
you want^and then moving 

This extra feature makes 
a good, but straightfor- 
ward, game excellent and 
in a class of its own. There 
is the opportunity to s 

swop or sell them. T no 
copious documentation 
that guides you through 
the process of screen 
generation is, as usual, ex- 
cellent. This documents- 




B tc LI 



st addition to Com- 



SfiSSf ifffl 



To position your player 
simply involves the normal 
eight joystick positions and 
holding down the fire but- 
ton while moving the 



sion’s On Court Ten 

Simpler in oonoept the 
game has a charm all of its 

The choice of viewpoint 
differs from Activision In 
that it shows a lateral view 
of the court rather than 
looking from the base line 

typical TV picture. I found 
that this overcomes the 
problem of judging the 
speed and position of the 
ball quite ^effectively^ and 

*?he choice of the 
number of strokes to be 
played lacks the variety 
possible with On Court Ten- 

as enjoyable. 

If you now think I 
preferred Commodore’s 
simulation to Activision's 
you'd be right. 



S. ,p 



sound is a little 

well and the title screen, 
which has smooth scrolling 
credits like a TV — 



crowd's burst of applause 
(white noise) which! found 
Immensely irritating. One 
nice touch however is the 
eye movements of the 
crowd as they follow the 
balls flight through the air. 
My verdict? The eyes have 



breaker for sets wl 
six games " 
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Artie have been out of the 
computer market for a 
while now but this new of- 
fering brings them back in 
style. 

The setup is that you, a 
large cat, have returned 
home after a long days 
scrabbling in dustbins only 

•ofindth— 

ave stra 
et off to 
ine by guiding your beefy 
t like figure through a 
aze which is made up of 
trees and buildings. In the 
maze are delicious cat 
delights such as Tweety Pie 
(I tought I taw a puddy oatl) 
and old fish bones. These 
are collected to give extra 
strength. Also in the maze 



you've got nine, naturally). 
You are also able to fire 
what looks like balls of 
wool at the dogs and this 
disposes of them without 
fight. 



a kitten is fou 



d dej 



eposit it before 
for the next on 



- welcome back A: 
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:e dogs b 
le dogs ai 



_ . ,io problem to 

your tough oat. It simply 
beats them up. This costs 
many of these scraps can 
cause the loss of a life (but 



Nick Faldo Plays The Open 
Spectrum, C64 
Argus Press Software 



ff £ 



The 1 



s in the 



cellent golf simulation bas- 
ed on Nick Faldo’s ap- 
pearance in the Open. 

The object of the game is 
to play the 18 holes of the 
Royal St Georges golf 
course (where this years 
Open is stages) in as few 
shots as possible. However 
as anyone who has swung a 
club In anger will know, 

To help you avoid the 
rough and bunkers you 
have the assistance of your 
trusty caddy who like most 
of his trade, seems to know 
more about the game than 
you do. He won’t actually 
tell you which club to use, 
he’ll just comment on your 
Soif he justs-- - 



“OK” and h. 



the 



right 






ontrolfed 

games main protagmilsts^ 
the golfer and nls caddy. If 
‘s well, then the caddy 
hand you the club and 
will then hit a perfect 
. When you hole out 
ar par, he will con- 
gratulate you and then you 

hole. Unfortunately you 
— probably take eight or 



ikhome 



kittens home befori 
manages this — you've 



that are done in the Cats 
style. Sound is ok but not 
inspiring. A ‘ 



which your loyal and 
devoted caddy will reply 
with a ourt "At Last”. 
' ‘Shut it’ ’ you will natural- 
ly reply but after a while 
this doesn't seem enough. 
This is a shame since there 
isn’t a "hit caddy with 
option included in 



Above 



the I 



scrolling plan view of the 



select a wider overview 
which shows how far you 
are from the hole you ac- 



screens which I can believe 
since I saw most of them In 
my attempt to finish the 
first hole. 

My c nly criticism of the 

K s is that It is very dif- 
t to see exaotly where 
you are on the Spectrum 
version when you are near 
the flag. This can cost you 
alot of extra shots and ag- 
gro from your caddy. 






panied by an 
booklet which i 



if the course 

gulde^by* Nick jfaldo. 
However I’ve never been 
one for reading guides or 
instructions and found the 
hit it and hope approach 
enjoyable to play. T H 

PLANET RATINGS 

Originality 0000 

Graphics 0000 

Use of machine 0000 

Value for money 00000 
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The title of this game gives 
nothing away. Is it an 
adventure, or perhaps a 
game? Well It's a bit of 
Doth, You play the part of 
‘The Right Hon Charle- 
mange Fotherlngton- 



ploture of a space man. The 
game then says 'Nodes of 
Yessod — Odin Computer 
Graphics'. The speech Is 
very clear but It Isn't used 

Idea Is to guide Charlie 
around the oaverns of the 



lent. Unfortunately l— 
caverns are inhabited by 
moon beings. These take 
the form of Bear like things 
on springs, disgruntled 
space Invaders and walking 
potatoes. The Bears and In- 
vaders explode if Charlie 
touohes them but the 
potatoes repell him causing 
him to do a few back flips. 

energy fields that^cause 
paralasls and a ghost like 
creature In the shape of a 
space man. One feature of 
this game that I especially 

function is used Charlie sits 
down and waits for you to 
return. The game also has 
creatures to befriend which 
enable you to become a 



[he graphics are very 
d ana the sound Is well 
h a couple of moon 
even though the 



BS 
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d produced 
eion which received well 
deserved rave reviews. 
They have just released the 
Spectrum version and I 
report that it is just as , ‘ 
as the 64 one. 

The game displays two 

unless both spys are in 
same room in which case 
only one screen is used. The 
objective of the game is to 
jollect essential spying 
h as passports 



., collected 

and placed in the Top Secret 
Briefcase the spy can leave 
the building and go to the 
airport at which point the 
game ends. This all sounds 
very easy but the problem 
is that there are two spys 
and only one of each object. 
Thus the spys are always 
fighting in one of two ways. 



trooute the next person to 
open them and my personal 
favourite a gun on a string. 
This is placed on an object 
and the string run to a clos- 
ed doorway, if the door is 






these screens shows a car- 
toon like picture, the quali- 

Sontrol is by keyboard only 
because two players need to 
be able to play at the same 

This is an excellent game 
and every Spectrum owner 
should add it to their collec- 
tion immediately. JGD 
PLANET RATINGS 

Originality *»**» 

Graphics •••»» 

Use of machine 00000 
Value for money 0 0000 

STAR RATING l-tf-l 



Fiona Rides Out 
Commodore 64 
Viper Software 
S7.95 



broomstick overlaps the 

parts, the merest hint of a 
touch elsewhere results ir 



S 




Nothing wrong wltl 
loncept and the play i 







. 'artety 
and soon becomes boring. 

At first, Fiona is flying 
through the night skies on 
her broomstick avoiding 
the other witches ana 
thunderbolts flashing from 



her earthly flight she 
«rs one of six locations. 

' 1 Ghostly 
„ner- — *- 

retries her missing equip- 
spell power by “moS 



apping anythii 
es, collecting tl 
d dropping it in 



_ . thunderbolt, she 
spell power and if all 

r disappears she is 

to Hell. In the 

,. ^3 ways of Hell she 

can still escape back to 
earth as long as she doesn’t 
touch the sides or crash 
into demons or molten lava 
(It’s very like Balloon 
Rescue at this point). The 
sprite collision detection 
could do with sorting out a 

Although sometimes 



points. Thesi 

debris and dropping it 
the cauldron. If she shuuiu 

skeleton she loses power. If 
the spell power drops to 
zero she goes back to Hell. 

aerial zapping session with 
bats and ghouls to be kill- 
ed. Success leads to the 
Witch Kitchen where bats 
accompanied by severed 
hands and feet assail our 
anti-heroine. Again she 
must add another 3000 
points to debris dumping 
but by now I'd seen it all 
before. Later problems 



successful room visited be- 
ing followed by another 
"'-'-t and failure leading to 



night ar 
Hell. 



other side. 

Daredevil Dennis is a 
platform game and some- 
times the random position- 
ing of problem objects 
makes the screens impossi- 
ble to complete. Oh well, 
back to the drawing board. 
If you buy this tape, get it 
for Fiona and use the other 
side for reooi " 
favourite pop sc 



PLANET RATINGS 
Originality 
Graphics 
Value for 
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Rupert and the Toymakers 

Commodore 64 /Spectrum 

Quicksilva 

£7.99 






Good old Rupert the bear 
has been helping Mr Bear, 
like all good bears should 
do, but all his chums have 
dashed off to a party and 
are busy tucking Into their 
current buns and drinking 
lashings of ginger pop. 

How will Rupert get to 
the party before all the tuok 
Is wolfed down? Well 
Rupert’s friends have left a 
trail of Invitations for him 
to follow, You (playing 
Rupert) must follow these 
and get to the party. There 
are four routes that you 
can follow and various 
things stand In your way. 
The main area Is the castle 
with toy soldiers guarding 
it.. 

The gameplay Is similar 
to the usual ladders and 
•platforms with Rupert Jum- 
around the various 



Cl, 



SV 



Is obviously aimed at 

_ie younger gamer though 
Quicksilva reckon that 
older players will still find 
•' hallenging — " 





graph 

good and Rupert Is very 
recognisable (C64 version) I 
haven’t seen the Spectrum 
version which will obvious- Originality 
ly have cruder graphics. Graphics 
This Is intended to be the Use of machine 
first of a series of Rupert Value for money 
not brilliant, “R*i STAR RATING 
reasonable. MR Bright Star 



r Cuchulalnn, 



charioteer Leog, and taken 
him off to the city of Dun 
Durach. You Instantly vow 
to get him back and your 




t begins with you m- 
„ the secret city. 

The mechanics of the 
game are the same as TNN. 
You can only walk left or 
right on the soreen. If you 
want to turn a corner, you 
camera angle by 9§° .^There 
are, however, several major 
differences between Tlr Na 

S and Dun Durach. The 
Is that there are many 
more characters for you to 
meet and do business with, 
and this necessitates the se- 

the Introduction of curren- 
cy in the form of small 
multi-coloured coins called 
Iridi. Throughout the 
course of the game you will 
have to buy and sell dif- 
ferent articles such as 
books, wine, hemlock, gold 
bars etc. You will also have 
your money stolen or be 
conned but you may gain it 
back through working or 
gambling or even Investing 
It in the bank. The purpose 
of all this wheel-- — 
dealing Is 



Na Nog. All the str . 
named and the houses 
olty.^ The ^clty^ is approx- 
serles of quarters, each 
with a different function — 



for example, Argot (the 
’’money” quarter), The 
Soke (the dispossessed), Io- 

main (the p' 

and Ratha-1 

usually’' 

various traders very w 
ing to do business with ; 
whilst you te “ 



n the st 



n characters out 



i Durach is a worthy 

sor to Tlr NA Nog 

and appears to have much 
- — *■ nplexlty than its 

... charaotrer Interac- 
Fans of Tlr Na Nog 



predecessor due ti 



original. 



grips v 
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IBisa 

Ummm 








Program listings (contrary machines they were f 
to the belief of some of the With your tape oi 
more amateur magazines) 

popular in Gamer. We have the game In the same style 
tried to have at least one as tne other programs in 
more this and previous issues. 
These All documentation of this 
often type should be double spac- 
stan- ed (a blank line between 
who lines of text) and typed 
Kapers’ clearly. 

Also we need self ad- 

„ ..ith this dressed packaging suitable 

ire printing inlay for returning the stuff in if 
all the ^ames in the program Is not accepted 

as the We are looking for high 

quality machine code and 
Basic listings for the follow- 
ing machines: Commodore 
64, C16, Spectrum, Atari 
(all types), BBC, Electron, 
and the Amstrad. All pro- 
grams should .be recorded 
on tape at the slowest baud 
rate, anji a number of times 
on each side of the tape. 
State on the tape what baud 

times it is recorded on the 
tape, also include any 
special loading lnstruc- 

try to avoid any embedded 
graphics commands. This 
is really important with the 
BBC micro with its Teletext 
control codes, the Spectrum 
with its colour control 
codes, and the Atari with 
"* graphics symbols. All of 
— ------ — — - — .'se cannot be listed on a 

i, and Hippo Quest is printer. Also avoid having 
“ """ any chunks of memory be- 

ing loaded from tape as this 
is also not printable. 

For most submissions a 



i smarting 



-est of your software oollec- 
;ion. They also have a brief 
lesoriptlon so if you don’t 
>lay them for a few weeks. 







water business for C64 these ci 



S e for the BBC micro 
lough it may run on an 
Electron). 

Remember anybody that 
gets a game published is en- 
titled to an Alpha Rating, 
simply send an SAE and a 
note saying when the pro- 
gram was published and 
what your membership 
number is and we will „„ „„ F ,„„ 
return your Alpha Rating like that and 

— the highest award in the — -- -• 

club (excepting the master 
gamer award). 

When you submit a game 
for publication you should 
make sure that you fill in 



it/restore _ 
3 very little you 
protect anything 



break it. 

Oh yes!, we pay well for 
any submissions that are 
sent to us. Send everything 



puter that the_ 
i games package, tc 



ihe parcel 



London W1R SAB 
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Attention! Commodore, Amstrad, Atari, MSX Users 

THERE’S A WHOLE 
LIBRARY OF 
SOFTWARE FOR YOU 
AT THE MIDLAND 
COMPUTER-LIBRARY. 




ess and educational software too 

• Fast ‘return-of-post' service 

• Low prices if you want to buy 

• 14 day money back guarantee 

• Over 1 000 games in stock including US imports 
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10 A1=67:B1=59:C1=22:D1=30:HI=100:60SUB 13 
30 

20 BORDER 0: INK 0,0:INK 1,26: INK 2,24: INK 
3, 6 : NODE l:60SUB 1000 
30 Bfl=l 

40 INK 1,0: INK 2,0:INK 3. 0: A=16: B=126: J=0: 
CA=0 

50 FOR LE =8 TO 20 STEP 4:PEN 2: PAPER 3:L0C 
ATE l.LEiPRINT'aaaaaaaaaaaaaaaaaaaaaaaaaaa 
aaaaaaaaaaaaa':NEXT : LOCATE 1 , 4: PRINT’aaaaa 

40 PAPER 0:PEN 1 

70 PLOT 0,76, 1 :DRAHR 639,0:DRANR 0,323:DRA 
NR-639,0:DRANR 0,-323:PL0T 2,78:DRANR 635, 
0:DRANR 0, 31V: DRAHR-63S, 0: DRAHR 0,-319 
80 LOCATE 37, 20: PRINT'bl 1 : LOCATE 37, 16.-PRI 



NT" LOCATE 10, 16:PRINT-bl ’: LOCATE 10,12 
: PRINT" ": LOCATE 25,12:PRINT"bl":L0CATE 2 
5,B:PRINT' ": LOCATE 7,8:PRINT"bl" 

90 LOCATE, 2,3: PEN 2:F0R F=1 TO BA: PRINT'n" 
;: NEXT: PEN 1 : LOCATE 30,23: PRIMT-LIVES ’ 5 LI : 
LOCATE 4,23:PRINT'SC0RE'iSC 



) tally different levels. P 



latest blockbuster, 
can you help? 

Level one Is a typical 
platform game. Reach the 
treasure by lumping over 
poisonous flowers and 
operating lifts. And then 
make your way to thr 
again. Q’ and 'W a.. . 
and right. V Is jump a: 



clearing cars. 1 
ed by 'Q' and ' 
The third a: 



:y falling from 
hopefully Into 
iag. Each time ft 
ig moves, lust to m 
re difficult, and ms 
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110 PAPER 0: TA6: HOVE 500, U2:PRINT*a'; :HOV 
E 200, 1 12+64: PRINTV ; : HOVE 350, 1I2+128:PR 
INTV(:NOVE 300, 1 12+192:PRINT V ; : INK 1,2 
6: INK 2,24: INK 3,6 

120 HOVE A, B: PRINT AIIDIjiNOVE A,B-16:PRIN 
T A4ID+1); 

130 IF NOT IINKEY (Cl) ) AND A=576 THEN L=1 
140 IF L=1 THEN 660 

150 IF NOT l INKEY (All) AND A>6 THEN IF 0=1 T 
HEN A=A-4: ELSE D=1 

160 IF NOT! INKEY (BID AND A<604 THEN IF D=3 
THEN A=A+4: ELSE D=3 

170 IF NOT (INKEY (DID AND 3=0 THEN 3=1:C=B: 
J 1=2. 5: E=1 00 

180 IF J=1 THEN GOSUB 900 

190 IF A>468 AND A<508 AND BC140 THEN 960 

200 IF A<8 AND CA=1 THEN CA=0:SC=SC+500:S0 

UND 1 , 200,0, 15,1: TAGOFF: LOCfiTE 9,23:PRINT 

SC:TA6:BA=BA-1:IF BA=0 THEN TAG0FF:6DT0 10 

70 

210 IF J=1 THEN 150 
220 60T0 120 

230 HOVE A,B:PR!NT AS(0);:H0VE A,B-16:PRIN 
T A*(D+1) ; 

240 IF NOT (INKEY (Cl ) ) AND A=576 THEN L=1 

250 IF t*l THEN 60T0 690 

260 IF NOT (INKEY (Cl ) ) AND A=144 THEN L=2 

270 IF L=2 THEN GOTO 720 

280 IF NOT! INKEY (AID AND A>6 THEN IF D=1 T 

HEN A=A-4:ELSE D=1 

290 IF NOT (INKEY (BID AND A<604 THEN IF D=3 
THEN A=A+4:ELSE D=3 

300 IF NOT (INKEY (DID AND 3=0 THEN J=1:C=B: 
J1=2.5:E=100 

310 IF 3=1 THEN GOSUB 900 

320 IF A>16B AND A<208 AND B<204 THEN 960 

330 IF 3=1 THEN 2B0 

340 60T0 230 

350 HOVE A,B:PR!NT A*(D);:HOVE A,B-16:PRIN 
T AS (0+1) ; 

360 IF NOT (INKEY (Cl HAND A=144 THEN l=! 

370 IF L=1 THEN GOTO 750 

380 IF NOT (INKEY (Cl ) ) AND A=384 THEN 1=2 

390 IF L=2 THEN 60T0 780 

400 IF N0TIINKEYIA1DAND A>6 THEN IF D=1 T 

HEN A=A-4:ELSE 0=1 

410 IF NOT (INKEY (BID AND A<604 THEN IF D=3 
THEN A=A+4: ELSE D=3 

420 IF NOT ( I NKEY (D 1 ) ) AND J=0 THEN 3=1:C=B: 
J1=2.5:E=100 

430 IF 3=1 THEN GOSUB 900 

440 IF A>3!B AND A<358 AND B<268 THEN 960 

450 IF 3=1 THEN 400 




460 GOTO 350 

470 HOVE A,B:PRINT A«(D)j:NOVE A,B-16:PRIN 
T AS (D+l) ; 

480 IF NOT (INKEY (Cl ) ) AND A=96 THEN l=! 

490 IF L=1 THEN 60T0 BIO 

500 IF NOT (INKEY (Cl HAND A=3B4 THEN L=2 

510 IF L=2 THEN 60T0 840 

520 IF NOTH NKEY ( A 1 ) ) AND A>6 THEN IF D=1 T 

HEN A=A-4:ELSE D=1 

530 IF NOT (INKEY (BID AND A<604 THEN IF D=3 
THEN A=A+4: ELSE D=3 

540 IF NOT (INKEY (DID AND 3=0 THEN 3=1:C=B: 
3 1 = 2 . 5 : E = ' 00 

550 IF 3=1 THEN GOSUB 900 
560 IF A)268 AND A<308 AND 6(268+64 THEN 9 
60 

570 IF 3=1 THEN GOTO 520 
580 GOTO 470 

590 HOVE A.B.-PRINT AS(D);:HOVE A,B-16:PRIN 
T AS(D+1>; 

600 IF NDT (INKEY (Cl ) ) AND A=96 THEN L=1 
610 IF L=1 THEN B70 

620 IF NOT! INKEY (AID AND A>BAtl6 THEN IF D 
=1 THEN A=A-4:ELSE D=1 
630 IF NOT (INKEY (B1 ) ) AND A<96 THEN IF D=3 
THEN A=A+4: ELSE D=3 

640 IF A=BAI16+16 AND CA=0 THEN HOVE A-16, 
B-16:PRINT" ■ j : SOUND 1,200,0, 15, 1:SC=SC+10 
0: TAGOFF: LOCATE 9,23:PRINT SC:TAG:CA=1 
650 60T0 590 

660 B=B+2:H0VE A,B-32:PRINT , bl 
670 IF B=190 THEN L=0:60T0 230 
680 GOTO 120 

690 B=B-2:H0VE A, B-32: PRINT’bl ■ ; 

700 IF B=126 THEN L=0:GOTO 120 
710 GOTO 230 

720 B=B+2:H0VE A,B-32:PRINT"bl 
730 IF B=254 THEN L=0:G0T0 350 
740 GOTO 230 

750 B=B-2:H0VE A,B-32:PRINT’bP; 

760 IF B=190 THEN L=0:60TD 230 
770 60T0 350 

780 B=B+2:H0VE A,B-32:PRINT"bl - ; 

790 IF B=318 THEN L=0:60TO 470 
800 GOTO 350 

810 B=B+2:H0V£ A, B-32: PRINT’bl ■ j 
820 IF B=382 THEN L=0:60T0 590 
830 60TO 470 

840 B=B-2:H0VE A, B-32:PRINT’bl ■ ; 

850 IF B=254 THEN L=0:60T0 350 
860 GOTO 470 

870 B=B-2:N0VE A,B-32: PRINT'bl *s 
880 IF B=318 THEN L=0:G0T0 470 
890 GOTO 590 

900 B=B+31 : 3 1=J 1-0. 2: E=E-3 

910 HOVE A, B: PRINT AS (D); :HOVE A,B-16:PRIN 

T AS (D+l ) ; 

920 IF B=C THEN 3=0 
930 RETURN 
940 GOTO 230 
950 RETURN 

960 PLOT-4, 0,3:HOVE A,B:PRINT AS (D) ; : HOVE 



• 

A, B-16: PRINT Af(D+l);:FOR G=0 TO 5:H0VE A, 
B : PRINT CHRSdNT (RNDI201+129) jCHRt ( 1NT IRND 
1201+129) ;:HOVE A,B-16:PRINT CHRS ( INT (RNDt 
20) +129) ; CHRS ( INT (RNDS20) +129) ; :PL0T-4, 0, 1 
NT (RNDS3) +1 : NEXT: TAGOFF: CLS 
970 LI=LI-1: IF LI=0 THEN 990 
980 GOTO 40 
990 60T0 1330 

1000 SYHBOL AFTER 97:SYHB0L 97,255,128,128 
, 128,255,8,8, 255: SYHBOL 98, 0,255,255, 127,1 
27,63, 63: SYHBOL 108,0,255,255,254,254, 252, 
252: SYMBOL 109,0,0,32,168,112,112,168,32 
1010 SYHBOL 100,0,17, 11,7,20,55, 116, 244:SY 
HBOL 101,0,32,96,224, 192, 88, 176, 160: SYHBOL 

102,231, 15, 15, 15,7,0, 119:SYHB0L 103,92,24 
0,224,244,248,32,184 

1020 SYHBOL 104,0,4,6,7,3,26, 13, 5:SYHB0L 1 

05.0. 136. 208. 224. 40. 236. 46. 47: SYMBOL 106,5 
8, 15,7, 47,31,4, 29:SYHB0L 107,231,240,240,2 

40. 224.0. 238: SYHBOL 110,30,12,62,127,127,1 
27, 60: SYHBOL 111,136,221, 255, 255,255,255, 2 
55,255 

1030 SYHBOL 112,7,8, 16, 16,32,47,127, 142:SY 
HBOL 113,255,0,4,8, 16,255, 255: SYHBOL 114,2 
24, 16, B, B,4, 250, 254, 1 13.-SYNB0L 115,142,255 
, 255,255,122, 120, 120, 48: SYMBOL 1 16, 0, 25S, 2 
55,255, 126: SYHBOL 1 17, 113,255, 255,255, 94,3 
0,30,12 

1040 SYHBOL 118,255,17,17,17,255,68,68,68 
1050 ENV 1,15, -1,8 
1060 RETURN 

1070 CLS: INK 1,0: INK 2,0: INK 3,0: FOR F=1 T 
0 8 STEP 2: PLOT 4, 220-F, 1 : DRAHR 240,0:NEIT 
1080 FOR F=10 TO 80 STEP 2:PL0T 4, 220-F, 3: 
DRAHR 220,0: NEXT 

1090 LOCATE 17,15:PRINT , pqr*;:PEN 3:PRINT" 
PR r " J : PEN IsFRINT" pqr pqr’: LOCATE 17,16: 
PRINT’stu"; : PEN SsPRINT 1 stu";:PEN DPRINI 

■ stu 5tu‘ 

1100 LOCATE 2,3:L0CATE 30,23:PRINT-LIVES*; 
LI: LOCATE 4,23: PRINT’SCORE* ; SC 
1110 PRINT CHRS (22) +CHRS ( 1 ) ; : LOCATE 1,!7:P 
EN 2: PRINT'oooqoodqooooooqqooqoooooooooodo 
ooooooooo':PRINT CHRS (22) +CHRS (0) ; : PAPER 2 
:FOR F=18 TO 20:L0CATE 1,F:PRINT= 



nrflrcR 0 

1120 PLOT 0,76,1: DRAHR 639,0:DRAHR 0,323:11 
RAHR-639,0: DRAHR 0,-323:PL0T 2, 7B: DRAHR 63 
5, 0: DRAHR 0. 319:DRAHR-635, 0.-DRAWR 0,-319 
1130 A=6:B=250:K=1: J=0: INK 1.26: INK 2,12:1 ! 
NK 3,6 

1140 A»=' hi^BJ:’ jk":TAG 

1150 HOVE A, BsPRINT A«;:HOVE A, B-15: PRINT 

BS; 

1160 IF A)234 THEN B=B+2:60T0 1230 
1170 IF NOT (INKEY (AID AND INKEY(B1 ) AND K=1 
AND A<234 THEN K=2:J=J+0.2:60T0 1210 
1180 IF NOT! INKEY (BID AND INKEY (Al) AND K=2 
AND A<234 THEN K=l:J=J+O.4:GOT0 1210 
1190 IF J>0.1 THEN 3=J-0.1 
1200 A=A+J:60T0 1150 
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1210 A=fl*J 
1220 BOTO 1150 

1230 HOWE A, B: PRINT AS;:HOVE A,B-16:PRINT 
Bl; 

1240 B=B-1: IF J>0. 12 THEN J=J-0. 12 
1250 IF A<584 THEN A=A+J 
1240 IF B<207 AND A<478 THEN 1290 
1270 IF B<174 THEN SC=SC+500: SOUND 1,200,0 
,15,1:TA60FF:L0CATE 9,23:PRINT SC:60T0 149 
0 

1280 GOTO 1230 

1290 PLOT-4, 0,3:H0VE A*14,B:PRINT AIID);:N 
OVE A+14,B-I4: PRINT A$ (D+l) ; :FOR 6=0 TO 5: 
HOVE A+14, B: PRINT CHR$ ( INT (RNDI201 +129) ; CH 
R* ( INT (RNDI20) +129) ; : HOVE A+16, B-16: PRINT 
CHR4 1 INT (RNDI20) *129) j CHR* ( INT IRNDI20) *129 
) ; : PLOT-4,0, INT (RNDI3) *1 :NE*T: TA60FF: CLS 
1300 LI=LI-ls IF LI=0 THEN 990 
1310 60T0 1070 
1320 GOTO 20 

1330 INK 0,0: INK 2,0: INK 3,0:BORDER 0:PEN 
1: PAPER 0: HOOE 1: IF SC>HI THEN HI=SC:TA60F 
F: LOCATE I3,10:PRINT - NEN HI6H SCORE - :L0CAT 
E 17,12:PRINT HI:FOR F=0 TO 1000:NEIT 
1340 SC=0:LI=3 

T350 CLS: INK I,0:L0CATE 9,2:PRINT - INTER6AL 
ATIC STUNTPARROT - 

1340 RESTORE 1370:READ A$:FOR F=0 TO 14:P0 
KE 32000+F, VAL ( ■fc’+HID* (A*,F*2+1 ,2) ) :NEXT 
1370 DATA 427920524F42457274204275434B6C45 
79 

1380 RANDOHIZE T1HE:SYHB0L AFTER 39:TAG:F0 
R F=0 TO 14:PL0T-4,O, INT (RNDI2)*2:H0VE F«3 
2+50, 340+INT (RNDR4) : PRINT CHR4 (PEEK (140120 
0+F) ) ; : NEXT 

1390 TA60FF:L0CATE 12, !0:PRINT*1. JOYSTICK 
CONTROL - 

1400 LOCATE 12,13:PRINT‘2.KEYB0ARD CONTROL 

1410 LOCATE 17, 14:PRINT"3.START" 

1420 RESTORE 1491:ENV 2, 7, -2,1, 7,2,1, 7,-2, 
1,7,2, 1:INK 1,24: INK 2,24,4: INK 3,4,24 
1430 LOCATE 13,23:PRINT"HIGH SCORE";HI 
1440 A*=INKEY* 

1450 IF A$="1'THEN A1=74:B1=75: 01=74 
1440 IF A$=-2’THEN A1=47:B1=59:D1=30 
1470 IF A4=‘3*THEN 20 
1475 READ NO, DU: IF N0=-1 THEN RESTORE 1491 
:GOTO 1440 

1474 SOUND 1, NO, -DU, 15, 2: SOUND 2, NO, -DU, 15 
,2:S0UND 4, NO.-DU, 15. 2:GOTO 1440 
1480 GOTO 1440 

1490 CLS: INK 1,0: INK 2,0: INK 3,0 

1491 DATA 159,3,213,1,190,3,213,1,119,1,12 
7, 1,142, 1,159, 1,142, 3, 21?, 1,119, 1,127, 1,14 
2,1,159,1,142,2,213,2,104,8,95,2,104,1,159 
, 1,104,2, 119,2,127,2, 190,1,159, 1, 127,2, 142 
,2 

1493 DATA 127,4,119,1,127,1,142,1,159,1,14 
2,4,127,1,142,1,159,1,149,1,159,8,0,20,-1, 

1500 FOR F=70 TO 74 STEP 2:PL0T F,300,3:DR I 
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n of 100% you have 
collect 10 treasures and 
escape. There are 6 types of 
room, 2 types of treasure, 
tables, chairs. There Is a 
single key entry system e.g. 
you would press only "n 
to go north. 



8 MOUES 



keys: 



1 BORDER 0: INK 7: PAPER 0: 



You see the room from 
the top right hand corner. 

The game Is database. 
The program draws the 
room, doors, tables, chairs 
from the data in the data 
base. The program 









2 CLEAR 

3 LET aO 

5 LET a=2: LET d=2 

6 LET n=l: LET 5=0 

7 DIM j!7): DIM e(3) 

10 DIM d$(100,4) 

15 GO TO 200 

16 REM root varible 
20 DIM r$ ( 100) : LET r*=" 12531431 1 1513535 

552121435412113253652113241134142431434213 




nought 142143435435342434124121243515243516536661 
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21 LET n=l 

25 REM aore rDoa varible 
30 DIM g$ ( 100) : LET g$= n 0120201021 122120 
120120120120121202012002011010212221221212 
120010000010201212021021120121212102020010 



40 REM room size 

50 LET a=a+l: IF r$(n)=T THEN LET a=2 
: LET d=2 

51 IF r$(n)= , 2" THEN LET a=2: LET d=l 

52 IF r$(n)="3" THEN LET a=l: LET d=2 

53 IF r$(n)="4“ THEN LET a=i: LET d=l 

54 IF rt(n)="5" THEN LET a=3: LET d=l 

55 IF r$(n)='6" THEN LET a=3: LET d=2 

99 REM draw rooa 

100 CLS : PLOT 5,5: DRAW a*50,0: DRAW d!4 
0,d<40: DRAW -a*50,0: DRAW -d*40,-d»40: DR 
AW 0,40: DRAW d*40,d*40: DRAW 0,-40: DRAW 
0,-40: DRAW a»50,0: DRAW 0,-40 

101 FOR b=l TO 7: IF j(b)=n THEN INK 4: 
BRIGHT 1: PLOT 32,25: DRAW 5,5: DRAW 5,-5: 

DRAW -5,-5: DRAW -5,5: DRAW 5,-10: DRAW 5 
,10: DRAW -5,5: DRAW 0,-15: INK 7 



102 NEXT b 

103 FOR b=l TO 3: IF e(b)=n THEN GO SUB 
300 

104 NEXT b 

105 PRINT AT 0,0; PAPER 2;s;T: REM prin 
t score 



106 REM print number of moves 

107 IF m=l THEN PRINT AT 1,0; PAPER 2;m; 
" MOVE” 

108 IF aOl THEN PRINT AT 1,0; PAPER 2;m 
MOVES- 

109 IF n=100 THEN PLOT 65,5: DRAW 0,35: 
DRAW 20,0: DRAW 0,-35: PLOT 65,20: DRAW -3 
,0: DRAW 6,0 

110 IF d$(n,l)=T THEN PLOT d*40+at50/2 
-5,5+d*40: DRAW 0,35: DRAW 20,0: DRAW 0,-3 
5 



111 IF d*(n,2)=-l- THEN PLOT a»50/2-5,5: 
DRAW 0,35: DRAW 20,0: DRAW 0,-35 

112 IF d* (n,3)="l ■ THEN PLOT d*40/2-2,dl 
40/2-2: DRAW 0,35: DRAW 15,15: DRAW 0,-35 




113 IF d$(n,4)="l- THEN PLOT d*40/2-2+at 
50,dl40/2-2: DAW 0,35: DRAW 15,15: DRAW 0, 
-35 



114 IF g$(n) =, l* THEN PLOT a!50,5: DRAW 
0, 10: DRAW 10,10: DRAW 0,-10: DRAW 0,10: DR 
AW -10,0: DRAW -10,-10: DRAW 0,-10: DRAW 0 
,10: DRAW 10,0 

115 IF g$(n)=-2" THEN PLOT a*50+5,5: DRA 
W 0,25: DRAW 10,10: DRAW 0,-25: DRAW 0,10: 

DRAW -10,0: DRAW -10,-10: DRAW 0,-10: DRA 
W 0,10: DRAW 10,0: DRAW 10,10 

119 REM input+moving 

120 LET f$=INKEY$: IF f$=" - THEN GO TO 
120 

121 IF f$=V AND n=100 THEN LET s=s+40: 
GO TO 170 

122 IF f$= , s < AND d$(n,2)=T THEN PRINT 
10; "SOUTH": PAUSE 50: LET n=n+10: GO TO 5 

0 

123 IF f$=V AND d$(n,3)=Y THEN PRINT 
10; ■WEST': PAUSE 50: LET n=n-l: GO TO 50 

124 IF f$=’e" AND d*(n,4)=-l" THEN PRINT 
#0; "EAST" : PAUSE 50: LET n=n+l: GO TO 50 

125 IF f$='t" THEN GO TO 150 

126 IF f$=Y THEN GO TO 170 

129 IF f$=V AND d$(n,l)= B r THEN PRINT 
10; ’NORTH 1 : PAUSE 50: LET n=n-10: GO TO 5 

0 



130 GO TO 120 

149 REM 'take 1 

150 FOR b=l TO 7: IF j(b)=n THEN PRINT I 
0; "TAKE" : LET s=s+5: LET j(b)=0: GO TO 50 

151 NEXT b 

152 FOR b=l TO 3: IF e(b)=n THEN PRINT t 



0; "TAKE": LET e(b)=0: LET s=s+5: PAUSE 50: 
GO TO 50 
153 NEXT b 
159 GO TO 120 
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169 REH quit 

170 PRINT *0; PAPER 2; INK 7; AT 0,2; "YOU 
SCORED " ; 5+10; "Z OUT OF 100Z" 

180 PRINT #0; PAPER 1;; 'PRESS ANY KEY TO 
START NEXT GAME- 

189 PAUSE 100 

190 PAUSE 0: GO TO 400 

199 REH data 

200 FOR n=l TO 100: READ d$(n,l TO 4): NE 
XT n 



201 DATA -0101-, -00H-,-0011-, "0111-, "001 
0-, "0101", -0011-, "OHO", -0110-, -0110- 

202 DATA "1101", '0010', "0101", "1010', '010 

1 ", " 1010 ", " 0001 ', " 1110 ", " 1101 ", " 1110 " 

203 DATA "HOI', '0110', "1101', "0010", '100 

i', "oito", "oooi", "ioiiy ioio", "looo" 

204 DATA "1001","1010","U01","0010","010 

iy ion vooiovoioivooir, "oiio" 

205 DATA "0101", "0011","1111", "0010", "110 

0 ", " 0101 ", " 0011 ", " 1010 ", " 0101 ", " 1110 " 

206 DATA "1100", "0101", "1010", "0101", "101 
O', '1100', “0001", '0011', "0110', '1100' 

207 DATA '1100', '1001', "0011', '1011', "001 

i', 'ioio', 'oior, 'ooii', 'ooir, 'ioio' 

208 DATA '1000', "0101', '0110', '0101', '001 

1 ', ' 0110 ', ' 1001 ', ' 0110 ', ' 0101 ', * 0110 ' 

209 DATA *0001', '1110*, '1001', '1111', '001 
O', "1000', "0101', '1010', *1100', '1100* 

210 DATA '0001', '1011', *0011', '1011', '001 
1','0011','1011','00U','1010','1100' 

220 FOR n=l TO 7: READ j(n): NEXT n 

223 DATA 12,17,24,37,62,83,86 

224 FOR b=l TO 3: READ e(b): NEXT b 

225 DATA 5,30,44 
298 60 TO 20 

300 REH draw bottles ^ 

301 PLOT at50/2+d*40/2-2,d*40/2: 

302 PRINT PAPER 4; AT 16,11;' ' 

IT 



303 DRAW 8,0: DRAN 0,10: DRAM -3,3: DRAM 
0,6: INK 2: DRAM 0,2: DRAW -2,0: DRAN 0,-2 
: INK 7: DRAN 0,-6: DRAN -3,-3: DRAN 0,-10 

304 BRIGHT 1: INK 2: PLOT 91 , d*40/2+19: D 
RAH 1,0: DRAN 0,-3: DRAN 1,0: DRAN 0,3: IN 
K 7: 

310 GO TO 105 

399 REH picture between gates 

400 CLS : FOR n=l TO 3: PRINT AT n+12,0; 

PAPER n;' ': 

NEXT n 

401 PLOT 30,50: DRAN 5,0: DRAN 0,20: DRAN 

-5,0: DRAN 10,0 

402 PLOT 50,50: DRAN -10,0: DRAN 0,20: DR 
AH 10,0: DRAN -10,0: DRAN 0,-10: DRAN 10,0 

403 PLOT 56,70: DRAN 0,-20: DRAN 5,0: DRA 
H 0,5: DRAN 0,-5: DRAN 5,0: DRAN 0,20 

404 PLOT 80,50: DRAN -10,0: DRAN 0,20: DR 
AN 10,0: DRAN -10,0: DRAN 0,-10: DRAN 10,0 

405 PLOT 83,70: DRAN 0,-20: DRAN 10,0 

406 PLOT 95,50: DRAN 10,0: DRAN 0,10: DRA 
H -10,0: DRAN 0,10: DRAN 10,0 

407 PLOT 108,60: DRAN 20,0: DRAN -10,0: D 
RAN 0,-10: DRAN 0,20 

408 PLOT 10,50: DRAN 0,20: DRAN -8,0 

410 PRINT AT 0,0; 'LAST SCORE ';s+10;*r 

411 PRINT AT 1,0; 'LAST NUHHBER OF HOVES * 
;■; 

412 PRINT AT 0+3,0; "n-NORTH“ 

413 PRINT AT 1+3,0; 's-SOUTH' 

414 PRINT AT 2+3,0; ”e-EAST' 

415 PRINT AT 3+3,0; “w-NEST' 

416 PRINT AT 4+3, 0; " t-TAKE" 

417 PRINT AT 5+3,0; 'q-QUIT' 

420 PRINT #0; AT 0,0; PAPER 2; BRIGHT 1;"A I 
NY KEY TO CONTINUE '; FLASH 1; PAPER 0;'L 

450 PAUSE 100: PAUSE 0: RUN 

455 REH to save gate type RUN 500 

500 SAVE '7 JENELS+" LINE 1 
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Beeb, I had to split the 
game Into three parts. Type 
in the first part a r' 1 “ 

aK "HTPPl” t.hor 



'HIPPr’. then type ii 
“““"d and save it a 



the 

"Hlpp 

in part three paying par- 
ticular attention to the 
Assembly language at the 
end of the program, and 
save it as "HIPP3". 

If you do not use discs or 
| ~ aJDlsk Piling 

the dowriloader in 

the first few lines of the 
third program, otherwise it 
is extremely important to 
include the routine. Also 
save the third part of the 
program before you run it 
otherwise you will lose half 
of your program (only ap- 
plies to DFS owners) and 
that aould be a bit 
disastrous couldn't it? 

As a suggestion for disc 
owners, you could split the 
program up into more 
parts, which could be load- 
ed as the gan 
This would e 










10REH Hippo Quest. 
28REH By Hiliiaa Pre«. 
3BREH Idea: Sarah Preu. 



48REH January 1985, 
58: 

48»F1228,1 
78H0DE7 
aBPROCpicky 
90PROC1 oad 
188END 
118: 



188VDU31, 8, 4,H7, 157,145 
198PRIHT'j 5 5 5 j 5 j 5 j’ 

200VDU31 ,8,5, 147 , 157,145 
210PRINT" j ' " 5 5 7'! 7’! 5 j" 

220VDU31 ,0,6, 147,157, 145 
230PRINT” j 5 5 5 5 ep:" 

240VDU3 1,8,7,147,157 
250VOU3t ,0,8,147,157,31,16,8,147,157,145 
24BPRINT"4'i 5 j T 4'$ '7! 1 
270VDU31 ,0,9,147,157,31,14,9,147,157,145 
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280PRINT*5 j 5 j up ep 5' 

290VDU31, 0,10, 147, 157, 31, 16, 10, 147, 157, 145 
300PRINT‘5 j 5 j 5 5 S' 

310VDU31 ,8,11, 147, 157,31 ,16,11, 147,157,145 
320PRINT“ep* ep; up dpi 5" 

330VDU31, 0,12, 147, 157, 31, 16, 12, 147, 157, 145 
340PRINT- 

350VDU31, 0,13, 147, 157 
360VDU31, 0,14, 147, 157 
370PRIMTTAB (2, 10)CHRf 132*By* 

380PR1NTTAB(4, 1 1 )CHRtl32*Mi 11 i aa Prew." 

39BENDPR0C 

400; 

4 10DEFPROC1 oad _ _ 

420VDU20,12,21,35,19 ’ " 

430CHAHPHIPP2” 

440ENDPRDC 

lBPRINT'Press the SPACEBAR" ; : REPEATUNT ILGET=32 

20PROCdef ine 

30HODE7 ; PRQCi nst 

40HODE2 

S0PROCdispl ay 

60PROCfceyor joy 

70HODE7 

80CLS: PRQCI oad 
9 BEND 
100 ; 

1 10DEFPROCdef i ne 
120RESTORE 180 
130FOR aZ=224 TD 234 
140VDU23,aX 
150FDR bX=0 TO 7 
160REAO chart: VDUcharX 
170NEXT, 

1B0DATA 080, 000,004, 024, 024, 0B4.0B6, OFF 
190DATA 418, 07E, OFF, OFF, 081, 042, 024, 010 
200DATA 020, 076, OED, OFF, 4FE.4CC, 478,430 
210DATA 43C ,05A ,03C ,4E7 , OFF , 07E ,17E ,466 
220DATA 000 , 000 , 000 , 030 , 078 , OFF , OFF , OF F 
230DATA 000, 020, 060, OFF, OFF, 060, 020, 000 
240DATA 460,OB0,OFD,47F,O7F, 4BF, 07E,03C 
250DATA O18,O1B,O7E,O7E,O18,O18,OI8,O00 
260DATA 000 , 004 , 006 , OFF , OFF , 000 , 004 , 000 
270DATA 0F7 , 0F7 , OF 7 , 000 , ODF , OOF , ODE , 000 
2BBDATA OFF , 080 , 080 , 080 , 080 , OB0 , 480 , OFF 
290ENVELOPE1, 3, 0,0, 0,0, 8, 0,120, -1,0,-5,120,0 
300EHVELOPE2, 1,0, 0,0, 1,1, 1,120, -4, -1,-4, 120,0 
310ENVELOPE3, 132, -1,0, 0,50, 0,0, 20, -1,-1, -12, 120,0 

«« 

oo 




320ENDPROC 
330: 

340DEFPROCkeyor joy 
350REPEAT 
3O0A-ADVAL (0) AND1 
370UNTILA=lQRINKE¥-99 
3B0ENDPROC 
390: 

40BDEFPROCi nst 
410VDU31 ,0, 1 , 150: PRINT’ j 5j 7k 7k 7k 7k 5j 716) '7“ 
420VDU31 ,0 , 2 , 150:PRINT* j ,5j =. =. 5j 5j 5j =J""i 5" 
430VDU31 ,0,3, 150:PRINT“ j 5j 5 5 uz u: uz uBc 
440V0U31 , 1 0 , 4 , 150: PRINT’ " ’ 

450PRINT-YOU are HARRY the HIPPO. In search for 
440PRINT“gold treasure you attack an Indian 1 
470PRINT"castle. You lust scale 15 different' 
480PRlNT"scenes but you eust avoid arrows fired 
490PRINT"at you and pits situated in vari 
500PRINT’places. However, you have 3 livi 
5 10PRINT “You score by finishing a scene 
520PRINT"collecting the reiaining bonus." 

530PRIHT ’CHR*l30*Press the SPACEBAR or FIRE.’j 
540PROCkeyor jay 
55BCLS 

5O0PRINT’ ‘CHR*134"KEYS :" 

570PRINT" f0 - Sound off 

580PRIHT* fl - Sound on" 

590PRINT" f2 - Freeze gate* 

600PRINT* f3 - Continue" 

O10PRINT" f4 - Abort gaee" 

02BPRINT" f5 - Keyboard to Joystick toggle" 

O30PR1NT" fO - Joystick to Keyboard toggle" 

640PR I NTCHR* 1 34" CONTROLS :" 

O50PR1NT"CTRL - Forward" 

660PRINT"RETURN - Juep"" 

670PRINTCHRJ134"Press the SPACEBAR or FIRE."; 
680PROCkeyorjoy 
690ENDPROC 
70B: 



710DEFPROCdisplay 

720VDU17,6,31,1,6,226,17,3:PRINT" - Harry the hippo* 
730VDU17,2,31,1,9,224,17,3:PRIHT" - 6rass" 
740VDU17,3,31,1,12,229:PRINT" - Arrow (left)" 

750VDU31, 1,15, 232: PRINT" - Arrow (right)" 

760VDU17, 1,31, 1,18, 233, 17, 3:PRINT" - Hall" 

778VDU17,7,31 ,1,21 ,231 , 17,6,31 , l ,22,23B, 17,3:PRINT" - A dead Harry 
78BVDU17,6,31 , 1 ,25:PRlNT’press SPACE / FIRE"; 

790ENDPROC 



800: 

810DEFPROCwait(pritr) 

820FOR delay=8 TO pritr 

830NEXTdelay 

B40ENDPROC 

850: 

B60DEFPROC1 oad 

870PRINTTAB (0,2) CHR* 134 "PI ease wait while the gaee loads." 
880PRINTTAB(0,15)CHR1134"Nhen the gaee has loaded the gaee will" 
890PRINTTAB(0,17ICHR$134"start autoeatically so be ready ..." 
900VDU28 , 1 , 9 , 15 ,5: CHA 1 N "H IPP3 " 

910ENDPROC 

>LIST 
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1 »*K£ Y8*TA. ;NDI=PABE-IEW: FOR I Z=PA8E 
0 TOP STEP4: ! IIZ-DI)=!IZ:NEIT:PA6E=IE00«HO 
LD;H0El.ia,3i:HRUNiN 
2B*FX 130 .8 . 1 28 
38END 

40PROCasseible 
SICALL disable 
40REPEAT 
7Bkey=TRUE 
80done=FALSE 

9BM0DE2: VDU23; 8282; A; A; A; 

18A1F NOT done PRQCgaee 

11AIF done H0DE7 : PROCiaor d : PROCt ab 1 e 

12AIF hit H0DE7 : PROCtab 1 e 

138UNTIL FALSE 

148: 

1 SBDEFPROCgaee 

I40scene=l:cash=8 

178hippo=8:bonus=10B 

18AREPEAT 

198CLS 

200PROCdeline 
210PROCbooleans 
220PROCscene 
23BCALL wall 

24AIF scene! 15 THEN CALL castle 
2S0COLOUR2 

240PR INTTAB 1 2 , 24 1 STR ING* 1 1 5 , CHR4233) 
27BC0L0UR1 

28BPRI MTTAB (2,24) STRING* (scene , CHR*233 > 
29BC0L0UR1:PRINTTAB(7, 23) 'scene' 
300PROChippo: IF scene 5 ! PROCstart 
310REPEAT 

320 IF INKEY-33 THEN *FZ210,1 
330 IF INKEY-114 THEN IFI210 
340IF INKEY-21 THEN PROCabort 
350 IF INKEY-117 THEN key=FALSE 
340IF INKEY-1 IB THEN key=TRUE 
370bonii5=bonu5-i 
39APR0Dhippo 
390IF bonus=0 PROCstun 
400IF one AND FNscrn(axlZ,aylZ)=130 THEN 
PROCstun 

41AIF teo AND FNscrn(ax2Z,ay2Z)=130 THEN 
PROCstun 

42AIF three AND FNscrn (ax3Z,ay3X)=I3B TH 
EN PROCstun 

438IF opp AND FNscrn(ax4Z,ay4Z>=130 THEN 
PROCstun 

44BC0L0UR6 : PRINT! AB(17,S>; bonus ; ' ■ 

45AIF x_co< 17 AND key=TRUE AND hit=FALSE 
AND INKEY (-74) THEN PROCjuep 
440joy*AD9AL(8) AND 1 
470IF x_co<!7 AND key=FALSE AND joy=l AN 
D hit=FALSE THEN PROCjuep 
480AZ=19:CALL osnord 
490IF INKEY-115 THEN REPEATUNTILINKEY-11 

500axlZ=axlX-l 
510ax2Z=ax2Z-l 
528a*3Z=ax3Z-l 



53Bax4Z=ax4Z+l 
540PRINTTAB(axlZ*l,aylZ)' * 

550PR INTTAB I ax 2Ztl , ay2Z ) ' ' 
540PRINTTAB(ax3ZH,ay3Z)' ■ 
570PRINTTAB(ax4Z-l ,ay4ZI " 1 
580 IF axlZ=-l THEN axlZ=19 
590IF ax2Z=-l THEN ax2Z=19 
400 IF ax3Z=-l THEN ax3Z=19 
410IF ax4Z=19 THEN VDU3l,ax4Z,ay4Z,32:: 
IZ=1 

420UNTIL done OR x_co>18 OR hit 
430 IF x.caJIB AND NOT hit PROCnext 
440UNTIL done OR hit 
450ENDPROC 
440: 

470DEFPROCscene 

480COLOUR2 

490PRINTTAB(4,28) 'HIPPO QUEST* 
700COLOUR4 

710PRINTTABC0,3) 'CASH ‘ ";TABI10I 'SCENE 

720PR1NTTAB(0,5) jcash 
730PRINTTAB(10,5) 'BONUS :' 

740PRINTTAB( 10,7> "HITS :';hippo 
750COLOUR2 

740IF scene 1 ! PR1NTTAB(0,19)STRIN6*(20,C 
HR*224):one=TRUE 

770IF scene=2 PRINTTABIB, 19)STRING*(4,CH 
R4224I ; ' ' jSTRING*(14,CHR*224) :one=TRUE 
780 IF scene=3 PRINTTAB (0, 191STRINS*(4,CH 
RJ224);' ';STRINti*(4,CHRt224);‘ 'STR1N84 
!8,CHR*224):one=TRUE 

790IF scene=4 PRINTTAB (0,19)STRIN6$(20,C 
HR4224) : one=TRUE: tuo=TRUE 
000 IF scene=5 PRINTTAB(0,19)STRING*(8,CH 
R4224) ; ■ “ ; STR I N6* ( 1 0 , CHRJ224 ) : one=TRUE : t 
ho=TRUE 



'{STRING* (5,CHR*224 I : one=TRUE: tHO=TRU 



820 IF scene=7 PRINTTABIB, 19) STRING*<20,C 
1*2241 : one=TRUE:t«o=TRUE:three=TRUE 
830IF scene=8 PRINTTABIB, 19)STRIN8*(8,CH 
R*224); ' ' ; STRI NG* (IB , CHRC224 ) :one=TRUE:t 
HO=TRUE:three=TRUE 
848 IF scene=9 PRINTTABIB, 19)STRINS*<4,CH 
R*224 ) } ' ' ; SIR I N6* 1 4 , CHR*224 I ; ' '{STRING 
*15, CHRS224 ) ; ■ ';CHR*224: one=TRUE: txo=TRU 
E:three=TRUE 

858 IF scene=10 PRINTTABIB, 19ISTRIN6N20, 
CHR*224l:one=TRUE:tuo=FALSE:three=TRUE:opp 
| =TRUE 

840IF scene 5 11 PRINTTABIB, 191STRINBJI28, 
CHRS224I : one=TRUE: tuo=TRUE: three=TRUE: opp= 

| TRUE 



870IF scene =12 PRINTTABIB, 19)STRINB*I5,C 
HR*224 ) { ' * {STRING* 1 13, CHR4224 I : one=TRUE: 
tHO=TRUE:three=TRUE:opp=TRUE 
000 IF scene=13 PRINTTABIB, 191CHR4224CHR* 
224; ' ’ { STR IN6* I 5 , CHR*224 1 { ' '{CHRJ224CH 
0*224;' '; STRING* 15, CHRI2241: on e=TRUE:t«o 
=TRUE: three=TRUE:opp=TRUE 
B90IF scene=14 PRINTTABIB, 191CHRJ224;' 
■;STRIN8*(4,CHR*224);' ';CHRt224;' ';STR 
1N6*I4,CHR*224);' *;CHR*224 CHR*224:one=T 
RUE: txo=TRUE:three=TRUE: opp=TRUE 
900IF scene-15 PRINTTABIB, 19)CHR*224; ' 
■;CHR*224 jCHR*224j' ';CHR*224;' ‘{STRING 
*(5,CHR*224) {' ' ; STRI NS* (6 , CHR4224 ) : one=T 
RUE:tHO=TRUE:three=TRUE:opp=TRUE 
910IFscene=15 PROCtreasure 
928ENDPR0C 
930: 

940DEFPROCdefine 

95BPR INTTAB 1 0 , 18 ) STR I N6* 1 20 , CHRJ32 1 

940IF bonus=8 THEN bonus=I08 

970x_co=8:y_co=18 

980axlZ=19:aylZ=18 

990ax2X=14:ay2Z=18 

l000ax3Z=12:ay3Z=18 

1010ax4Z=2:ay4Z=IB 

1020ENDPROC 

1030: 

1040DEFPROChooleans 
!050hit=FALSE:opp=FALSE 
IB40one=FALSE:tHO=FALSE:three=FALSE 
lB70done=FALSE 
1080 b onus =100 
1090ENDPROC 
1100 : 

UtBDEFPROChippo 

1120PROCarroHs 

1130COLOUR4 

1 1 40PR INTTAB I x co,y col' ' 

H58IF INKEY (-21 AND key=TRUE THEN x.co=x 

1 140iove=ADVAL(I ) DIV254 

H70IF eove<58 AND key=FALSE THEN x.co=x_ 

118BIF FNscrn(x_co,y_co+l)=32 PROCstun 
11981F FNscrnlx co,y co>=133 PROCstun 
I200PRINTTABIX co,y co)CHR*224 
1210ENDPROC 



« 9 > 
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274BPRINTTAB(4,9) *CAN YOU DO IT AGAIN ? B 
UT THIS' 

2750PRINTTAB(4,11)"TIHE TRY IT SO IT'S NO 
T A FLUKE !■ 

2766PRI NTTAB (9 , 15>CHR(136 CHRH3I * ' SPACE 
or FIRE"; 

277BPR0Ckeyor j oy 
278BCLS: PROCMai t (508) 

279BENDPR0C 
2808: 

2818DEFPROCabort 
282BVDU22.7 
2830PRINT' ’ ' 

284BS0UND3 ,1,54,2 
28SBEND 
2868: 

2870DEFFNscrn(x,y) 

2888VDU31 ,x ,y 
2B90CALLpeek 
29BB=?lr7B 
2910: 

2920DEFPROCasseibi e 
2930DIN sc (81 ,naae 150 
2940osarch=0FFEE:osbyte=lFFF4 
2950osaord=4FFFl 
2960FOR pass=0 TO 2 STEP2 
2970PX=4900 
2980; OPT pass 
2990,disable LDA0220 
3800LDXtti00: LDYfiiB 1 
3B10JSR osbyte 
3020RTS 
3038. peek 

3840LDAA135: JSR osbyte 
3050STX470 
3068RTS 

3070. aall LDXt.0 
3080LDAR31:JSR osarch 
3090LDAA0:JSR osarch 
31B0LDAA20: JSR osarch 
31 l0LDAbl7: JSR osarch 
3120LDAR132: JSR osarch 
3I3BLDAS17:JSR osarch 
3140LDAR3:JSR osarch 
3150LDAR233 
316B.print INI 
3170LDAR233, X 
3180JSR osarch 
3190CPXA160 
3200BNE print 
321BLDAA17: JSR osarch 
3220LDAIcl28: JSR 
3230RTS 
3240.castle 
325010100 

3260LDAA31 : JSR osarch 
327BL0AAB: JSR osarch 
328BLDA09:JSR osarch 
3290LDAM7:JSR osarch 
3300LDAI>135:JSR osarch 
3310LDAR17:JSR osarch 



332BLDAhl: JSR osarch 
3330LDAR233 
3340. long INX 
3350LDA0233.X 
3360JSR osarch 
3370CPXA60:BNE long 
338BLDAR17: JSR osarch 
3390LDARI28:JSR o: 

34B0LOAA25: JSR osarch 
341BLDAR4: JSR osarch 
342BLDA01279 NOD 256: JSR osarch 
3430LDAM279 DIV 256: JSR osarch 
3440LDA0638 HOD 256:JSR o! 

3450LDAR638 DIV 256:JSR oi 
346BL0AA25: JSR oi 
347BLDAA5: JSR osarch 
3480LDAU279 NOD 256: JSR o: 

3498LDAA1279 DIV 256: JSR o: 

3500LDAM30 HOD 256: JSR 0! 

351BLDAM30 DIV 256:JSR o: 

3520RTS 

35306 NEXT _ 

3540RESTORE359B 
3550FOR A=8 TO 7 
3560READ N»:t(na«e*A*15)=Nt: 

3570NEXTA 
3588ENDPR0C 
3590DATA KETCHUP, DADDY'S SAUCE, BOFFIN, NY 
NICRO.AND NEf, SARAH, HIPPO, HARRY 
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In Lawn Mower, you 
trol a very po^rful^ 
the lawn before your 
and fuel runs out. v 
fuel is used up at a 
constant rate as yc 



then your only 



1 bound. On “higher skill 
levels the number of rocks 
Increases while the number 
i the bottom of the 



displayed. Oil is 

up if you go over 

any part of the lawn that 
has already been mowed. 
There is one oil can at the 
top of the screen, on the 
fence. If your oil gets 
dangerously lo" “■ — **'" 



Control of the lawn 
mower is achieved either by 
using the keyboard or us- 
ing a Joystick. A screen will 
be completed when only the 
rocks remain, whereupon 
you will automatically pro- 
gress to the next skill level 
(in which there will be 
more rooks and fewer fuel 



30 GOSIUB 3 
i SOSUB A 
50 G03UB 5020 



?1-1 : BOSUB 501 
3 ELSE BOSUB 6000 
a IF NOT INKEY (up) THEb 
INKEY (down) THEN dir=2 
!0 IF NOT INKEY (left) TF 
■ INKEY (right) THEN dir = 
?0 nx=mx+dx (dir! 

.00 ON lawn (nx ,i 
)0,700 

200 SOUND 132,0,-20,0,3 
ALL &BD19: PRINT” "s:mx = 
y: PRINT mower* (dir ) ; : 1 a 

300 SOUND 132,0,-20,0,2 



500 SOUND 127,90,0,0,1, 
3 THEN -fuel =450 
510 HOVE £.20,24: MOVER f 
7 : BOTO 200 

3 SOUND 130,500,0,0,^ 



:el+50: IF fu 
3: DRAWR -50, 
LI -2: BOSUB 5 



610 E 



): IF c 



) 410 



3 SOUND 129,80,0,0,2,3: 1 awn (10,1) =4: lawn ( 
,11=4: LOCATE 10,1: PEN 4: PAPER 5: PRINT CHR 
246) CHR* (246) i : PAPER 13: PEN 0 
0 oil=oi 1+260: IF ol 1 >450 THEN oil =450 
3 MOVE 620 ,8: MOVER oi 1 -450 ,0: DRAWR -260,0 
0: GOTO 410 

B oil=oil-4: IF oll<0 THEN 820 ELSE score= 
^ SOUND 129, oil +50: GOSUB 5000:GOSUB 6000: 



400 SOUND 130,500,0, 



3,2:oil=oil-2:GOSUB 500 
B 5010: IF f uel=0 THEN 5 
r=2 ELSE IF dir=2 THEN 



VMS T 



830 SOUND 129, fuel +50: GOSUB 5010:GOSUB 6000 
: GOTO 820 

840 FOR i=l TO 1000: NEXT: PEN 2:PAPER 5 

850 LOCATE 1,1: SOUND 129,0,0,0,1,0,1 

860 PRINT STR I NG* (25,11) : LOCATE 3,12:PRINT“ 



t. score: GOSUB 8500 

890 GOTO 20 

a SYMBOL AFTER 240 
910 MODE 1 : PEN 1:PAPER 0:CLS 

3 PRINT"LAWN MOWER PROGRAM STOPPED. " 
930 PRINT: PRINT 
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PERCY 



1 REM** 

2 REM** 

3 REM** 

A REM** SIMON JONES 

5 REM*******. 

6 I 

7 HS*= "PERCY 1 
10 GOSUB2000 ! REM* * *REDEF I NER 
H0 GOSUB 1800 ! REM*TITLE SCREEI 
30 GOSUB 1700 ! REM*PR I NT 

50 REM* *********** 

51 REM**THE GANE** 

52 REM************ 



53 ! 

55 SC>0IL1< 



60 > 



21 IP 



170 IF < JAND 1 
75 IF <JAND2 
80 IF CJAN04 
85 IF < JAN08 : 
200 IF 0=1 THEN 




70 PR I NT "a kSCORE : 0"SC “ k PERCYS 
80 POKE1024+X+40*Y,P 
80 POKE55236+X+40*Y,3 
35 GOSUB300 
00 R = I NT C RNO < 1 > *838 > 

10 IF PEEKC 1 184+RX >32 THEN 100 
20 POKE! !84+R,65 
25 POKE 1266 ,32 i POKE 1267 ,32 IPOKE 1226 ,32 
30 J=NOT PEEK <56320 >ANO 15 
40 GETASs IF A*="B" THEN GOSUB500 
50 IF A*= " ■" THEN GOSUB 550 
160 SC=SC+1 

THEN D= 1 8 GOTO200 
THEN 0=2 ! GOTO200 
THEN D=4 1 GOTO200 
THEN 0=8 

P =6S ! GOTO250 



210 IF 0=2 THEN 
220 IF D=4 THEN 
230 IF D=8 THEN 
250 A=PEEK< 1024+X+40*Y> 

260 IFA=67 THEN 600 
270 1FA032 THEN 700 
280 GOTO70 
300 REM**50UND** 

310 P0KE542S6 ,15 s P0KE54276 ,32 
320 P0KE54273 ,55 1 P0KE54272 ,55 
330 P0KE54296 , 0 : RETURN 
500 REM**PAUSE** 

510 PR INT“aa PRESS ANY KEY 

520 GETA*! IFA*="" THEN 520 
530 PR I NT "a 
540 RETURN 
550 REM**RESTART** 

560 PR I NT ■ SI 00 YOU WANT TO RESTART THE GAME? 

570 GETA*! IFA*="Y" THEN20 



I UNPAUSE 
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960 PRINT i PR INTI PR INT"k WELL 

370 PR I NT! PR I NTs PR I NT! PRINT "M 
930 IFPEEK < 197 > “64 THEN 960 
990 GOTO30 

1700 REM*»*»****** 

1701 REM**SCREEN** 

1703 REM*«»******* 

1703 I 

PR I NT “J" 

FORZ = 1 104TO 1183! POKE2 ,65iNEXTZ 
1715 FORZ = 1944TO3033 ! POKEZ ,65! NEXTZ 
1730 FORZ =1164T0 1904 STEP40 : POKEZ ,65 s NEXTZ 
1735 FORZ = 1 1S5T0 1905 STEP40 i POKEZ ,65 i NEXTZ 
1730 FORZ = 1 183T0 1943 5TEP40 '• POKEZ ,65 1 NEXTZ 
1735 FORZ = 1 183T0 1943 STEP40 I POKEZ ,65 ! NEXTZ 
1740 




F S>=3 THEN FORZ * 1384 TO 1844 5TEP40 i POKEZ ,65! NEXTZ ! POKE 1534 ,33 1 POKE 1564 ,33 
F S>=3 THEN FORZ = 1479T0 1489 5 POKEZ #65! NEXT 
F S>=3 THEN FORZ = 1599T0 1609 ! POKEZ ,65 * NEXT 
F S>-4 THEN FORZ =1394T0 1674 STEP40 1 POKEZ ,65! NEXT 
F S>=4 THEN FORZ = 14 14T0 1694 STEP40 ! POKEZ , 65 ! NEXT 

6 THEN POKE 1303 ,65 ! POKE 1306 ,65 1 POKE 1933 ,65 I POKE 1936 ,65 
F S >=6 THEN POKE 1344, 65! POKE 1884, 65 

F S>=7 THEN FORZ = 1394T0 1397 ! POKEZ ,65* NEXT! FORZ = 1674T0 1677 ! POKEZ ,65 ! NEXT 
■7 THEN FORZ = 1 4 1 1TO 14 14 1 POKEZ ,65 ! NEXT! FORZ = 169 1 TO 1694 i POKEZ ,65 i NEXT 



785 FORZ = 1T03* 



!!R=INT(F 



> *838 > ! POKE 1 184+R ,65 ! NEXT 
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I 



790 POKE 1306,651 POKE 1307,65: POKE 1 5 



COMMODORE 64 



I ,65 : POKE 1868,65 1 POKE 1227,67 : P0KE55499 ,3 



f KEY" 



R 1 NT : PR I NT : PR I NT 

>"®Y SIMON JONES" 
r:PRINTSPC< 14> “a^RESS f 
i=64 THEN 1855 

>)”■ PERCY » 



GUIDE PERCY AROUND THE SCREEN” 
TO CONNECT THE TAP TO THE MAINS." 
IF YOU CRASH YOU WILL LOSE ONE " 

OF YOUR THREE PERCYS . " 

IT: PRINT” F 1 : PAUSE "IF 

F7: RESTART" 



5 POKE 1941 ,65: POKE 1861 ,65: POKE 1901 ,68 : P0KE56 173 ,3 : RETURN 

1800 REM* ****** ******** f— 

1801 REM**TITLE SCREEN* 

1802 REM*************** 

1805 PRINT-J” 

1806 PRINTTAB 
1810 PRINT” 

1815 PRINT” 

1820 PRINT” 

1825 PRINT" 

1830 PRINT” 

1840 PRINT:! 

1845 PR INTSPC 
1850 PR I NTs PR 
1855 IFPEEKCli 
I860 PR I NT ".mil 
1865 PR INTSPC 
1870 PR INTSPC 
1875 PR I NT: PR 
1880 PR I NT " B 
1885 PRINT” 

1890 PRINT” 

1895 PRINT” 

1900 PRINT: PR : 

1905 PRINT” 

1910 PR I NT: PR INT: PR IN' 

1920 FORT = 1 TO30 : NEXTT 
1930 PR INTSPC C 14) ”*>RESS ANY KEYS” 

1940 IFPEEK < 197 > =64 THEN 1940 
1950 S> U RETURN 

2000 REM************* 

2001 REM**REDEF INER** 

2002 REM************* 

2003 : 

2010 POKE53280 ,0 : P0KE5328 1,0 

2020 PRINT \J E«nWTO HHfflr :PRINTSPC< 1 5 1 "PLEASE WA I 
2030 P0KE56334 , PEEK <56334 > AND254 
2035 POKE 1 , PEEK < 1 )AN0251 

2040 FORR=0TO64*8 1 PR INT’Q“SPC < 19 >RD I RD=RD- 1 I 
2042 IFRO-C10 THEN POKE 1525, 32 
2045 POKE 14336+R , PEEK <53248+R ) : NEXT 
2050 POKE 1, PEEK < 1 >OR4 
2055 P0KE56334, PEEK <56334 )ORl 
2060 READAX! T=T+ 1 I 1FAX< >- 1 THEN POKE 14336+R: 

2065 P0KE53272,31 1 RETURN 

2069 REM***DATA*** 

2070 OATA0, 0,0, 0,0,0 

2075 DATA36 , 102 ,2 18 ,36 ,36 ,2 19 , 102 ,36 
2080 DATA255 ,0,0 ,255 ,0,0, 0,0 
2085 DATA 1 , 125,85,17,255,255,183,193 
2090 DATA0, 129,255,0,0,255, 129,0 
2095 DATA 102,36,36,36,36,36,36,102 
3000 DATA0 ,0,0,34, 1 19,255,255,255 
3005 0ATA34 , 1 19,255,255,255,255,255,255 
3010 DATA- 1 
READY. 



:D< 100THENPOKE 1526 ,32 



1: GOTO2060 
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CLASSIFIED DEPT. (CG) A.S.P. Ltd.. 1 Golden 
Square, London W1. 

CLASSIFIED RATES — 40p private per word. Semi 
display £9 per single column centimetre. Series 
rates on application. Please note that all classified 
advertisements under £20 must be prepaid. All 
cheques or postal orders to be made payable to 
A.S.P. Ltd., (P.H.) 

Telephone Dave 01-437-0699 

ES ^ 




20% OFF SOFTWARE (RRP) 

GAMES, UTILITIES, EDUC., ADV., FOR SPECTRUM, ATARI, 
BBC, COMM-64, VIC 20, C-16, DRAGON & AMSTRAD 

Send SAE for lists. State computer. All the latest programs 
available. Hundreds listed. Give us a try! 



JOYSTICKS 

OUICKSHOT II £8.95 GUNSHOT II £8.95 
JAYCEE SOFTWARE (C.G.), FREEPOST (EN84), 
FORRES 1V36 0BR. 



ELECTRON : SAE I 



ARCADE SOFTWARE 
202/3 Shopping Hall, East 

01-471 8900 FOR A PRICE. 



SAVE MONEY 
ON LEADING GAMES 




HITS (UK)! *687 Prince Ave., 
Westclfffe, Essex SS0 0JB. 
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2. 


I 3 ' 


,ert in CG for issues 


4 


5. 


|6. 


commencing as soon as possible i am enclosing 


7 


8. 




m y cneoue/P O loi £ (made payable to 


10 


11. 


112. 




13. 


14. 


15. 


























| Phone No. 






n. "w. I 


1 
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ELITE GOES GOLD 
ON THE 64 





IA CHALLENGING ARCADE-STYLE ADVENTURE 




BPPT03 






"EV.95 cassette/£11.95 disc “‘T"” 

Your mission is to retrieve all the diamonds from a series of underground caves; some of the 
diamonds are easy to collect but many are located In cleverly-constructed traps of falling 
rocks and boulders. Other diamonds lie nearby giant eggs which hatch into ferocious 
reptiles. You are aided by maps to guide your way through the 12 increasingly difficult 
levels. Each level features 4-way screen-scrolling over an area of 16 times the size of the 
screen — an enormous challenge by any standardsl A fascinating strategic game with an 
ingenious “password" feature which enables you to skip screens which you have already 
completed once Our best game yet! 



. When all 12 levels of Repton have been completed in succession, 
a congratulatory message is displayed on the screen. The first person to send us a 
photograph of this screen will win £100. Closing Date: 30th September, 1985. 





